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When PANZERBUTZ was released in 
1970, everyone agreed that it was a different 
kind of game! ft took quite a bit of getting used to. 
Once gamers became familiar with the system, 
however, it was quickly recognized as a land¬ 
mark design. It is quite possible that TOBRUK 
will have the same impact, 

TOBRUK is a different type of game It is the 
most "tactical’ land*warfare game Avalon Hiil 
has ever published Vet, it is very dissimilar to 
the man-to-man type games produced by other 
publishers It is NOT a PANZERBLITZ-iri'XUe- 
desert. It is a completely new system. The rules 
are constructed in an innovative Programmed 
Instruction' method which means that the rules 
are presented in discrete, self-contained mo¬ 
dules Each module is related to one of nine 
scenarios. Players are instructed to read each 
module and play the accompanying scenario in 
Strict consecutive order In this way, players can 
absorb and become familiar with many complex 
rules without being overwhelmed by the totality 
of the entire rules package Since players need 
only read the first module to begin play, they can 
be involved in the first scenario 30 minutes after 
opening the box. 

Besides being an innovative game on its own 
merits, TOBRUK attempts to bridge the gap 
between boardgamers and miniaturists. This is 
not unusual since the first prototypes of 
TOBRUK were essentially miniatures rule 
books, The resemblance to miniatures will not 
be lost on those gamers familiar with both types 
of gaming. 

Why is TOBRUK a new design system? 
Because the whole design approach is radically 
different from other games This approach is 
essentially the same Operation Research and 
Statistical Analysis (0RSA) techniques as used 
by the Department of Defense and private 
defense contractors (Rand, et alj. What makes it 
unique is that it is applied retroactively to a 
specific historic event. This is not so coincident¬ 
al, since Hal Hock, the man who did the research 
and developed the basic game system, just 
happens to make his living doing ORSA work for 
a private firm contracted to the DoD Hal spent 
literally years gathering the data and creating 
the specific computer tools needed to synthesize 
the game's combat evaluation system. He 
approached this game design as if he was 
submitting it to the Army instead of to Avalon 
Hill. It is that precise and that accurate. 

Right from the start, players will find 
TOBRUK a different sort of game There is much 
less terrain than usual—in fact, there isn't any! 
Players create their own through the use of field 
emplacements. Scenarios are constructed with 
forty or fifty turns— although ii is rare that 
games go even half that tong. There is much 
more dice rolling than most boardgamers are 
used to. In fact, the dice rolling is more 
reminiscent of TRACTICS (a popular set of 
miniature rules} than PANZERBUTZ , But most 
players have found that, after a few games, the 
dice rolling 'blends into the background', 
becoming a necessary evil to allow the detailed 
game system to handle a wide variance in 
weapons performance. 


TOBRUK is going to be a difficult game for 
players to master. It is a complex tactical system 
that is increasingly faithful, in technical aspects, 
to the historical period it covers. In short, 
TOBRUK is engrossing—a rare adjective in this 
day of mass produced, one-shot games. 

THE TOBRUK MARKETING APPROACH 

TOBRUK is being marketed in a radically 
different manner than past AH games. Basically, 
the game is being released in two stages. The 
first stage is a limited PRE-PUBLICATION 
release which is being offered only to GENERAL 
subscribers and attendees at ORIGINS I. In¬ 
cluded in this wiJI be a special limited run of 500 
games which will be numbered and signed by 
the designers to appeal to the serious game 
collectors. In the fail, the game will be officially 
released in the mail order line Hopefully, this 
edition wilt include rules revisions, expanded 
Designers Notes material (some of which 
appears in this issue) and new experimental 
rules, Owners of the pre-publication edition can 
update their game by simply exchanging their 
old rules booklet for the new one. We recognized 
the reality of the situation a game containing 
such a mammoth, complex, new system is 
bound to require some revision and 'tightening 
Rather than rely on updating via the Question 
Box, we have guaranteed the game accuracy by 
the PRE-PLANNED issuance of an updated 
edition of the rule book. Why do we bother with 
the added expense and time requirements for 
up-dating? Because the system is simply that 
good and that important. 

We realize that we are opening ourselves to 
the criticism that people purchasing the pre- 
publication edition are buying a 'half-finished' 
game. To this we answer a resounding no!' 
What they are buying is a unique collector's item 
with a built-in, guaranteed modernization 
mechanism We could have waited until the fall 
to release this title. But then, there would have 
been no collector s edition and no immediate up¬ 
dating system. The whole approach is new, 
different, and hopefully quite popular. The 500 
autographed copies sold out within a week of 
mailing Vol 12, No 1 of the GENERAL, We 
aren l content to stand pat on the same old tried- 
and-true design and marketing methods Judg¬ 
ing from the response to the TOBRUK special 
offer you aren't either. 


READERS RESPONSE 

The Readers Response in the last issue 
resulted in some interesting figures which will 
be taken under advisement in considering future 
potential services Avalon Hill can render to 
GENERAL readers. Only 38% of our sample have 
ever played wargames with miniatures. How¬ 
ever, 83% expressed an interest in our providing 
them with a series of introductory miniatures 
rule booklets. Of those who have played 
miniatures, 66% still showed an interest in an 
AH line of miniatures rule books, 66% were also 
interested in buying reduced 8“ x V0 M hex 
sheets. A resounding 80% were in favor of a 
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TOBRUK North Africa: 1942 


(The story of the war in the North African desert between 
{940 and 1943 is incredibly long and complex and because 
of this* many books and articles are available to describe 
it. This summary' will therefore ignore the maneuvers of 
the British and Axis forces which led them to their 
positions of May 26, 1942 and concentrate on the 
specific events of the next four weeks: the Battle of 
Gazala,) 

Gazala? Who has ever really heard oft he Battle of Gazala 
besides those who have run across it in general reading or 
in looking for accounts of the Battle of Et Alamdn? It can 
safely be said that, of ail of the battles of World War II. 
few have been so poorly appreciated in importance as has 
been this one. The battle itself is not-well recorded in the 
histories and its immense and far-reaching impact on the 
desert war in general and especially the Battle of El 
Alamdn three months later (A lam Haifa ridge) is almost 
never properly written into the accounts. By some, the 
Battle of Gazala* and not the Battle of EJ A la mein, is 
regarded as the most important single large engagement 
of the desert war. 

I he reasons for this are many, but primarily consist of 
three. H irst, the Battle of Gazala w ithout a doubt w as the 
most brilliant victory ol Erwin Rommel's career, 
although in achieving it he made some of his most 
remarkable blunders. Ii was upon this victory that 
Rommel was promoted to the rank of Field Marshal* one 
of the youngest men (49) ever to reach this grade in the 
history of the German army. Never before the battle or 
after w as Rommel held in such regard by the German and 
Italian General Staffs, Hiller, and begrudgingly, the 
British most notably in. the form of Winston Churchill. 

Second, without the occurrence of this immense victory 
precisely at this time and in this manner, the German 
High Command almost certainly would Have successfully 
Launched and completed the planned Operation Her- 
kuies, the sea and airborne invasion of Malta. As it was* 
the collapse of the Eighth Army on the Gazala l ine and 
the subsequent catastrophic fall of the strategic port of 
Tobruk and the capture of its huge garrison was enough 


to influence Hitler to allow Rommel to push into Egypt in 
hopes of a quick seizure of the Suez Canal. For this 
purpose, Herkuks was postponed and the troops and 
supplies intended for use in the operation sent to 
Rommel's army instead. Malta remained unattacked 
except by air and served as both the staging area for the 
British El Alamein buildup and the key Royal Navy port 
from where submarine and surface units could control the 
Mediterranean and efficiently strangle the Afrika Korps 
by sinking its supply ships sailing from Italy. The decision 
by Hitler for the postponement and subsequent abandon¬ 
ment ol Herkuks would not have been made without the 
Gazala victories* and it was one of the most serious 
strategic mistakes of the war. 

Finally, the collapse of the Gazala Line and Tobruk's fall 
shook the entire British Empire as nothing had since 
Dunkirk. Churchill himself was shocked as severely as 
when the Japanese had sunk the battleships Prince of 
Wales and Repulse at the beginning of the war. He 
received the news from the hand of President Roosevelt, 
while meeting with him in Washington, and his first 
action was to ask Roosevelt directly for the Lend Lease of 
300 of the new Sherman tanks which were intended for 
equiping the American 1st Armored Division Roose¬ 
velts immediate answer was yes. and upon that answer 
the fate of the El A la me in battle was essentially sealed 
because in addition to the 30tl Sherman tanks which far 
outclassed ail but a few Axis vehicles* 100 self-propelled 
guns and massive stocks of assorted other materials were 
shipped so the British without delay. No other single 
factor was more responsible for the rapid rebuilding of 
the Eighth Army than this* and with the new Shermans 
a bs ol u lely dominating! he ba 11 Idle Id, R o m md "s at te m pt s 
to break through the El A la mem Line three months later 
became in his own words* a “battle without hope." An 
Axis loss at Gazala, or even a less spectacular victory 
might well have noi produced the same response and the 
history of the desert way may have unfolded in a 
considerably different way. For these reasons, then, the 
Battle of Gazala was of overwhelming importance in 
changing the course of the desert war. 


The Gazala Bailies officially began in mid-afternoon of 
the 26th of May* 1942, w hen large elements of I talian and 
German infantry with heavy artillery support assaulted 
the South African positions on the Gazala Line. 
(Scenario two in the game h based upon this action.) 1 o 
understand this or any of the other portions of the battle* 
however* it is necessary to have a limited understanding of 
the reasons why the Gazala Line was built by the British m 
the first place and how the Germans came to attack U. 

The Line was established in the period between the retreat 
ol the Eighth Army under German pressure out of the 
area of Libya known as Cyrenaica (see map) and the 
beginning of operations in May, U was not designed to be 
a truly effective defensive line from the outset, hut rather 
an impenetrable shield behind which divisions could be 
assembled for an offensive unimpeded by the Axis, This 
buildup necessitated the establishment of huge forward 
supply dumps immediately behind the line itself and 
throughout the battle the British were restrained in action 
partially because of worry that these stores would be 
captured by the Germans* an idea which as it turns out 
was indeed part of Rommel's plan. 

The line ran from Gazala and the coastline on the north 
almost straight south to Rir Hachcim for a distance of 
over 40 miles. It was manned by two Commonwealth 
divisions, the hi South African and the British 50th. 
whose six brigades were disposed in what came to be 
known as “boxes" or defensive positions which could be 
defended from any direction. One additional brigade, the 
Hirst Free French, was located at the line anchor point at 
Bir Hacheim in a defensive box of such complexity that 
the position was almost impregnable, Behind the line 
were scattered various reserve forces mostly in boxes and 
two full armored divisions and two armored brigades 
together containing nearly seven hundred tanks, [67 of 
which were the newly-arrived American Lend-Lease 
Gram's which Were far superior to any Axis vehicle at the 
start of the engagement. In the Tobruk fortress itself was 
another full division* ihe *Second South African rein¬ 
forced by one more brigade. 
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The boxes of the line were marvels of defensive ingenuity 
and such a departure from normal British defensive 
policy [hat field officers from all fronts travelled to 
Gazata to inspect them. They were surrounded by dense 
minefields and connected by a “'mine marsh” of such 
Complexity {over one-half million mines) that the urea to 
this day has never fully been cleared and has killed or 
maimed thousands of Arabs since the end of the war. 
Unfortunately, however, portions of this huge screen 
were unprotected by fire of any kind and could, therefore, 
be breached by Axis sappers In the battle as will be 
related later, this did indeed occur on a large scale, 

Facing this formidable barrier were nine German and 
Italian divisions and one separate brigade, A total of 560 
tanks (332 German and 228 Italian) could be thrown 
against the line supported by hundreds of self-propelled 
anti-tank guns and thousands of towed anti-tank 
weapons including 48 88's w r hich, unlike the British, were 
thought of by the Axis army as offensive as well as 
defensive equipment and accompanied most armored 
attacks. I’his was a very potent strike force and Rommel* 
true to form did not hesitate to use it when he felt the time 
was right. 

The time was right on May the 26th. The British, hacked 
by almost complete knowledge of the Axis army 
dispositions, predicted and expected the attack. 

Rommel had two choices for the assault. He could strike 
the line directly in hope of a breakthrough on a small 
front lor deep penetration to take the airfields and supply 
bases at FJ Adem, or he could launch his forces on the 
long trip down the line and around Bit Haehdm for the 
purpose of engaging the British armor behind the line. 
Knowing that while significant British armored units still 
existed he ha d no freedom, the second opt ion was chosen. 
To make the British believe that the first option w as being 
conducted Rommel instructed the DAK (Deutsche 
Afnka Korps Lhc German armored portion of the Axis 
army consisting of the 15th and 21st Panzer divisions) 
commander. General Crowell, to take one German 
mechanized infantry brigade and two Italian infantry 
divisions and all of the Axis heavy artillery which was too 
cumbersome for a fighting march of over 50 miles, and 
attack the north part of the line. To further confuse the 
British* trucks with airplane engines and propellers on 
top were to raise huge clouds of dust behind the frontal 
attack thus making them believe large mobile forces were 
assembling there. In the meantime* the actual main 
attack, consisting of DAK. the 90th l ight (mechanized 
infantry) division and two mobile Italian divisions was to 
assemble at Rotunda Scgnali to begin the long southward 
movement to "right hook” the British line. It was hoped 
that the British would be surprised and their armor 
destroyed completely cm the 27th with Tobruk itself 
falling four days later. 

By anybody’s appreciation, the plan was* on the whole* 
brash to the point of being reckless and seriously weak in 
key areas. For example, no thought was given to the 
possibility that the British armor might indeed not be 
destroyed on the 27th in which case the strike force would 
be stuck behind the line living off a I GO mile supply link. 
No thought seemed to be given to the fact cither that the 
Free French might resist the attack of the one Italian 
division (the Priests) assigned to take Bir Haehdm and be 
in a position to cut this supply line. In the battle, both of 
these uniorscen events did indeed come about. 

The frontal feint attack by Group CrtiwdJ began on 
schedule at about 2 P.M. on the 26ch (Scenario 2) and 
seven hours later the big sweep was initiated. Over 10*000 
vehicles began to drive south and their progress was 
reported to the British every mile of the way by the 
efficient "eyes’* of the South African Armoured Cars, The 
feint had tooled no one and the sweep by night was no 
surprise. But the British Command for some reason did 
not act on this knowledge and the warning call to 
consolidate the armored divisions behind the line which 
had been broken up to achieve better area coverage was 
not given. I his meanl I hat three brigades, the Third 
Indian Motor at Point 171, the Seventh Armored at 
Return and the Fourth Armored at Bir Beuid. were 
unwarned that a massive attack was headed in their 
direction. 

It look ihem by surprise on the morning of the 27th. The 
Third Indian Motor was absolutely destroyed (Scenario 
3). the Seventh Motor was forced to retreat quickly, and 
the Fourth Armored was slammed into by almost the 


enure Alriky Korps armor (Scenario I). The results are as 
described in ihe Scenario writeups but in general, the 
three brigades were neutralized but at great cost to the 
Axis. Rommel ai the beginning of the campaign had 
based his planning on very erroneous and limited 
knowledge of the British which* as has been mentioned* 
was not the ease with them. He, for example* had not been 
aware of the strength of the Grant tank or of its numbers 
in the Eighth Army n or ha d he bee n aw are that new and 
better 6-pounder anti-tank guns were arriving in large 
numbers (112 at the start of the battle). Had he been 
appraised by German Intelligence of these Tacts, he would 
have been prepared for a harder fight and planned 
accordingly. As it was. the strength and fighting ability of 
especially the British armored units surprised and 
shocked him and his army. 

Battered but not slowed the mass of German armor now 
continued to drive north. By mistake the Trieste division 
had missed Bir Hueheim during the night and ran into the 
minefield north of it instead, so the Italian Ariete armored 
division was broken off to attack the French. Also, the 
90th Light broke away to head directly for El Adem in an 
attempt for a quick coup, and thus only DAK remained to 
drive north. By afternoon they reached the Knight sbridge 
area where a heavy British armored counterattack 
(Scenario 4) essentially stopped the advance. The worst 
had happened to his attack and Rommel admitted it. His 
forces were broken up badly with the 90th Light division 
involved with huge British forces at El Adem, the 15th 
Panzer and 21st Panzer out of fuel and ammunition on 
the Rigd and Sidra ridges and the two Italian mobile 
divisions absolutely stuck by Bir Haehdm. He had lost so 
many tanks that* for example, only 43 remained in the 
entire 15th Panzer division. His supply line was nearly 100 
miles long and constantly being bombed by the RAF and 
finally, the British armor had been nowhere near 
destroyed, 

Rommel, however, was not aware of this last fact and so 
on the next day. the 2Bth, he ordered the 21si Panzer 
division to continue to push north which they did and 
reached the coast. Being so strung out like this and so 
weak, a concentrated British attack at this time would 
have undoubtedly stopped the battle and possibly even 
ended the desert war. No attack came. On the next day, 
the 29th, Rommel finally properly pereieved lhe situation 
and, unimpeded by the British, gathered the 21st Panzer. 
15th Panzer, 90th Light and Ariete divisions together in 
the area which soon was known as the Cauldron because 
of the boiling Axis activity inside of it. The Trieste 
division in the south had breached the "mine marsh’" 
north of Bir Haehdm in an area unprotected hy fire,and 
at least some supplies could reach Rommel via this route. 
For full supply of the strike group, however, a more direct 
and wider channel was needed and this obviously would 
best go through the minefield a I Sidi Mullah, 


But. in moving in this direction, it was discovered that one 
entire brigade* the 150th, lay astride the desired path in 
one of the strongest boxes in the line. Without a direct 
route the Axis group would have been slowly destroyed, 
because not enough supplies could have reached such a 
large torce via the routes available. No option lay open to 
Rommel except that of attacking the ! 50th frontally. 
Between the end of May and the second day of June this 
desperate battle was conducted (Scenario 5) and for 
reasons still unknown to this day, no help was given to the 
150th hy the rest of the Eighth Army until after its last 
plaioon had been destroyed, I his help came in the form of 
a frontal attack on the Cauldron on the 5th of June, three 
days alter the collapse of the 150th brigade and long after 
the Axis forces in the Cauldron had been almost fully 
resupplied and re-equipped. 

The code name for the big. complicated frontal assault 
was Aberdeen (Scenario 6) and needless to say it was a 
disaster, running onto well dug in and extensive anti-tank 
and artillery defenses. Upon its failure Rommel took the 
opportunity to break out of the Cauldron in a counterat¬ 
tack which was very effective. Free of I ear of another 
British attack and no longer hemmed into the Cauldron 
area. Rommel could free significant German forces 
Finally to go south and dispose of the Free French once 
and for all. Again unhindered by the remainder of Eighth 
Army* this savage hut one sided battle was conducted 
between the 8ih and 9 th of June (Scenario 8) and brought 
to a bloody close on the 10(h with the evacuation of the 
French. 


Rommel now (31 June) pushed out or the Cauldron area 
toward the prize of El Adem with all three German 
divisions plus Ariete at significant strength, The British 
resisted little although El Adem was not a.pturcd by the 
German forces on the II th and thau night the advance 
stopped with the German and Italian divisions separated. 
1 hinkmg this to bean opportunity to attack the German 
divisions separately, the British planned an assault 
against the 15th Panzer to begin on the 12th and to use 
twts fairly strong armored brigades* the Second and the 
Fourth in the attack. 

The hat tie began as expected but when assembled in the 
jump-off area at Bir Lcfa. the two brigades stopped and 
waited for orders from their divisional commander. 
General Messervy who was hiding in a dried-up water 
cistern (a “hir”) after being almost captured by Germans. 
This wait was fatal, because Rommel seeing both units 
immobile with the 15th Panzer to their south and the 2 tsl 
Panzer to their west, ordered both divisions to attack 
immediately. 

The s u bseq ue nt crusht ng of t he t wo brigades (See na r i o 7) 
was the most decisive defeat suffered by the British up 
until this time and accomplished what Rommel had 
intended to accomplish 16 days earlier, the elimination of 
mosl of the British armor from the field. 

Lit tie need be said about the rest of the campaign. The 
German and Italian divisions had once agatn been worn 
down severely by the Bir Hueheim and Knightsbridge 
fighting and were therefore unable to stop Eighth Army 
from successfully evacuating the line. Ihe Tobruk 
perimeter was surrounded and, remembering the long 
and unsuccessful siege on one year before* Rommel 
carefully assembled strong strike forces for Its attack over 
a two day period. I le might not have been so cautious* for 
the fortress was not in this case held by tough confident 
Australian troops* but hy unexperienced South African 
and Indian troops who had just witnessed the complete 
collapse of t heir army and were naturally very shaken. 

The attack was launched at dawn on the 20th of June 
(Scenario 9) in the best of Blitzkrieg traditions Ihe 
fortress was surrendered unceremoniously before dawn 
the next day and yielded the biggest bag of booty that had 
ever been won in the desert by either side. 

Characteristically. Rommel's thoughts were not on 
1 ohruk at all hut rather down the coast at Alexandria and 
the Suez Canal -and E! Ala mein. 
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the desert war very clear through reading. They are: 

ftammet by Desmond Young 

fiomiwl ax a A /Hilary Commander by Ronald Lowln 
Tohruk by Michael Carver 

Tobruk, the Story of a Seige by Anthony Hock-stall Smith 
77 k- Sidi fit-t’X Battik and 

Crisis in the Desert hy J. A. I. Agar-Hamilton and L, C. F. Tucker 
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The Uetiitetrattean anti the MiMie last, A volumes by l. S, 0. Play lair the tanks by B. H, Liddell Hart 
(the British Official: History) Unku Karps tty K. J. Mack sty. M.G, 

Thr Fa.Trf of die Dorr/ by Paul Carrell Sir Hakim by Richard Holmes 

trail'll Ghat tins by Robert Crisp and. of course. 

Take these Men by Cyril Joly Utc ftitnm+f papers edited by B. K. Liddell Had 

Hf/A Rommel in the Desert by H. W. Schmidt Pander Hot tier by F. W. Von Molten |hin 


DESIGNER'S NOTES 


Weapons Effectiveness 

Three guidelines influenced i he design of Tobruk and 
were adhered to wherever possible in each stage of the 
game's development. The first and foremost was the 
requirement ihat I he effectiveness and pecularities of 
weapons were 10 be emphasized in the game rat Iter than 
operations and tames as had been stressed in previous 
war games. Weapons effectiveness analysis was to be 
conducted in a manner which was much more complete 
than in other games* and l his analysis was to be reduced to 
a workable, playable methodology using the best possible 
tools to include the digital computer. Fortunately, 
procedures and data were uncovered during the research 
for Tobruk which made the fulfillment of this guideline 
possible, and these procedures and data will be discussed 
further on. 

Second, it was planned that no data or met hodology used 
in the game's design was to be so complex or difficult to 
find that the average player of the game could not obtain 
it and perform his own weapons analysis or historical 
comparison should that be his desire. In general, this 
requirement was satisfied and most of the design 
materials listed throughout this booklet should be 
available to any player, although he may have to go to 
some effort such as requesting Inter-Library Loan or 
similar procedure to obtain them. Some materials, 
however, such as very old (pre-WWH) artillery firing 
tables* etc., are of such a rare nature as to be unavailable 
without considerable research and where this has been the 
case, and I he data extracted from these sources judged to 
be of enough importance to anyone wishing to investigate 
the Tobruk design process* the data has been enclosed 
where appropriate 

An interesting side note is in order here. In doing the 
massive research necessary for proper effectiveness 
analysis, it was discovered that some detailed data items 
about many oT the weapons were still officially classified 
and therefore, of course, unusable in the game. There 
were two reasons for this, the first being that many 
materials had just simply been overlooked when 
downgrading became justifiable and the second that, 
oddly enough, many of the British and Axis weapons 
involved in the Gaza la Bailies arc still in use throughout 
the world today. When absolutely required for a given 
weapon, such data items were estimated based on 
unclassified data from similar weapons. 

The third and final guideline was that of giving I he 
defender I he advantage in any doubtful battle resolution. 
This guideline was strictly adhered to whenever any 
uncertainty existed. For example, most weapons in the 
game have much higher possible rales of fire than are 
represented and used in the effectiveness analysis. The 
problem is that these higher rates of Tire could only be 
used under very special circumstances which, giving the 
defender the advantage of the doubt, were assumed to be 
ignorable except in certain idcntifyable cases (such as 
final defensive llres, barrages, etc, ). The point is clear that 
on a ball telle Id such factors as confusion, obsec oration 
and less lhan perfect knowledge of the enemy all work in 
the defender's behalf but can't be easily modelled in a 
game. This guideline simply reduces the effect of such 
unplayable factors. 

Under these three guidelines, the weapons' effectiveness 
analyses of Tobruk were conducted in the following ways. 


A. Anti-armor weapons 

The defeat of an enemy armored target by direct-fire is a 
problem of the foremost magnitude. The question "Will 
this projectile defeat this target at this range?"'may at first 
seem to he rather simple to answer by just comparing 
projectile penetration to armor thickness and making a 
yes or no decision based on that. In actuality, however, 
the problems involved are so complicated that, even at 
today's slate of ballistics and metallurgy, the only sure 
way of answering the question is by taking the target out 
and shooting at it with the weapon id' interest. Reference 1 


discusses ill esc problems in some detail hut obviously for 
use in Tobruk the solution just mentioned was impracti¬ 
cal and assumptions and approximations had to he made. 

in general, the entire problem could be boiled down into 
three questions as related in the rules: 

1. Has the target been hit? 

2. Where has the target been hit? 

3. What has the hit done to the target? 

Reference 2 gives a detailed and very satisfactory method 
for a ns wering t he first question provided some data about 
the firing weapon is known. In general, “quasi-battie' 
conditions arc assumed existing on the field with 
projectile shape, stability* and especially muzzle velocity 
determining whether or not a given target is hit at a given 
range. For each weapon used in Tobruk, these parameters 
were either found in references listed later or could be 
safely assumed, and probability of hit curves such as the 
example he low could be generated for each and converted 
into dice rolls for use in the Hit Probability Tables, 


100 % 



Question 2 could in a similar way be answered by making 
a few assumptions about all targets and then a detailed 
analysis of each. The general assumptions were: 

a) 1 be aimpoint on each target was roughly in the center 
of the target. 

b) The only areas on the target which could be hit were 
the areas facing toward the firing weapon. For example 
hits scored on the side plates of a target which by 
definition is facing the weapon with its front are ignored 
and so on. 

c) The hits scored on the target are divided according to 
the amount of area each portion of the target presents to 
the firing weapon. For example, suppose the Front Upper 
Hull plate of a tank target constituted I 3 of the total 
presented area of the tank when viewed directly from the 
front, then it would be assumed that I 3 of the hits scored 
on the front of the tank landed on that plate. In reality, 
this is not mathematically accurate but for use in Tobruk, 
quite acceptable. 

With these assumptions, the projected areas of each target 
were analyzed using references 3 through 13 and Area 
Impacted tables built for AFV, 

Finally, the incredibly complicated problem of question 
3, whether or not the target was damaged if hit, had to be 
addressed. First and foremost, range dependent armor 
penetration data for each weapon of interest had to be 
gathered and from among literally dozens of sources, the 
data of references 14 through 18 was accepted for initial 
use. Second, armor specifics for each possible target had 
to be obtained and vulnerable areas of each target were 
extracted. 

With this basic mass of data the following step by step 
procedure was followed to determine the results of each 
possible projectile/area impacted combination in the 
game. With only five British and six Axis target AFV 
types, incidentally, this meant 1284 separate and distinct 
evaluations had to be performed: 

Step I: Armor "penetration” data is usually based on 
static firings of weapons against armor plates of average 
quality which, in the jargon of metallurgy is called 
homogeneous armor. Perforation or piercing of the same 
plate is a considerably harder task, however, and what 
this basic perforation capability ol the projectile against 
homogeneous armor had to be calculated. 


The Age of Great Guns by Frank Com para to 

The Gum i0tV-4s and 

(Jr entities anti Mortars by tan V. Hogg 

German Amt Tank Gunt 

htfarttr \ 11 eupons by John Weeks 

West af Aiamnrt com pi Fed bv Cal. G. B. Jarrell 


Step 2. AH P? TIL Pz IV and Stuart tanks in the game 
were protected in certain vital ureas by armor of 
considerably different characteristics than that of 
homogeneous armor by virtue of being hardened to resist 
attack. The effect of i his hardening had to be considered 
inasmuch as it could either add to or subtract from the 
vehicle's protection depending upon the size of the 
impacting projectile. 

Step 3. All armor plates, whether homogeneous or 
hardened, protect the vehicle by different amounts 
depending upon their sloping with respect to the 
attacking projectile. This sloping is not simply the slope of 
the plate with respect to vertical, but is a Iso the extra slope 
of the plate in the ground plane and neither effect can be 
ignored. This is such a complex problem that an 
illustration is in order lor better understanding. Assume 
we have an armor plate of some thickness being fired at: 



and which can be pierced when vertical. 

S loping of that plate may cause the attacking projectile to 
either ricochet or even shatter depending upon the 
projectile type and the hardness of the plate. 

But the sloping "bonus" enjoyed bv the plate must be 
evaluated taking into account that, mathematically, [he 
probability ol the plate lying exactly perpendicular to the 
line of lire as shown below (from the top): 



h exactly zero. In other words, in any actual battlefield 
condition the plate will probably lie at some angle to the 
line of fire such as illustrated below: 



Assuming the ground is perfectly Hat (not a bad 
assumption in the desert) and assuming a straight-line 
projectile flight to the target plate (a bad assumption 
anywhere but one which gives the defender the advan¬ 
tage), it can he safely assumed that the plate's vertical 
s I ope is con sta nt. The horizontal slope. h owever, 
definitely varies as the target faces the firing weapon 
differently. For example, by definition in the game, a 
vehicle being engaged from the "front” may actually he 
sitting with up to a 30 degree horizontal angle with respect 
to the line of fire. As mentioned before, hits scored on the 
target’s side plates in this case are not counted, but that 0 
degree 30 degree bonus to the receiving plate cannot he 
realistically ignored, especially when it has a very 
significant impact on whether or not the vehicle is 
damaged. During the desert war. incidentally* German 
panzer crews were instructed to approach the enemy at an 
angle, so that this horizontal slope bonus was maximized. 

A serious problem arises, how-ever. in trying to account 
for this horizontal bonus in a realistic way. For example, 
in the ease illustrated above the target could be assumed 
to be always facing at the maximum angle of 30 degrees* 
but this would really be giving too much of a break to the 
defender and* of course, assuming the opposite being 
true, that of only aO degree facing would he unfair to him. 
A method had to be developed to account for this effect in 
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a probabilistic way. and li> do in such a way as to not 
encumber the play of the game with for example another 
dice roll. Needled to say, after much effort such a method 
was discovered and the IMPACT computer program 
written to implement it into the game. Without going into 
any details of the IMPACT procedures, be it enough to 
say that all important effects, fiuch as plate hardness and 
projectile type* were analysed, and the result was such 
that this probabilistic horizontal sloping bonus was 
amalgamated into the Area Impacted Table for each AFV 
target. This means, for instance* that say ! f 3 of a target's 
total frontal aspect was composed of its front lower hull 
plate which would represent 12 out of 36 (the maximum 
number of different results of rolling two dice) "Front 
Lower Mull 1 * hits on its Area Impacted Table. With the 
bonus of the target's random facing factored in by the use 
of IM PACT, these 12 hits might be reduced to perhaps 8, 
with the other four being defined as ricochets caused by 
the target's facing at some angle. 

This is not a perfect solution, obviously, but it at least 
accounts for the problem to some extent and certainly 
enough for a commercial wargame like Tobruk, Even the 
partial solution asjusi described (briefly by the way) has a 
terrific impact on the play of the game. Just notice how 
difficult it is to get a hit to "stick 1 " to the front of a Pz, Ill J 
Special and this should become apparent 

Step 4. Once a projectile is defined as having hit a target 
and not ricocheted, it must be determined wheiheror not 
the projectile (or its fragments if shattered) has pierced the 
plate and what damage was done. An almost straight 
comparison of piercing power vs, armor effective 
thickness may be made to answer the first part, and an 
analysis of target internal layout and project tie design can 
answer the second. One example of this process should be 
sufficient to illustrate. 

Suppose at a range of 6 hexes a Pz 111 J Special using the 
50mm long weapon had scored a Front Lower Hull hit on 
a Honey tank. A quick comparison of the effective arm or 
thickness of the Honey at this point (70mm) and the 
armor piercing ability of the 50mm long APCBC (normal 
arm or-piercing ammunition) at this range (71mm) shows 
that indeed the round has gotten into the Honey. At this 
spot in the tank, however, is located the transmission and 
final drive mechanisms behind which sit the driver and 
hull machine gunner. Since the round has barely managed 
to break through the armor plate in front of the final drive 
assembly, it simply doesn't have enough remaining 
momentum (kinetic energy) to continue through the 
assembly itself and kill or injure one or both of these two 
crewmen and so they can be considered safe. However, 
the mechanisms oi the assembly most certainly will have 
been damaged by the round itself or the fragments of 
armor plate which it probably blew into the assembly 
upon entering, and so the mobility of the Honey has 
probably been destroyed and thus, an "M' kill scored. 
Finally* the 50mm APCRC round, like most German a nd 
Italian ammunition, was cleverly designed to explode 
after piercing into a target and, in this case, the portion of 
target entered happens to contain inflammable fluids, 
I he combination of these factors produces a high 
probability of fire, and thus the TP4)’ result as well. 

All of this, and one MfIMK'fiis placed on the Honey sheet 
with 1283 additional evaluations, some trivial, some very 
complex, needed to be done for analyzing ihe AFV’s 
involved in the game. 


B, Gunfire Anfi-personnel Weapom 

Compared to the above, the evaluations of these weapons 
was relatively simple. In general, any rifle, submachine- 
gun. light machine gun or medium machincgun may be 
evaluated as having a probability ol inflicting a kill or 
serious [battle incapacitant* ah lighter wounds were 
ignored in Tobruk) wound on a certain number of man- 
targets as a function of the: 

1, Weapon's rate of fire to include loading times* 
stoppages, cyclic rate of fire, and burst lire tactics lo avoid 
overheating. 

2 , Ra nge from t be firi ng we a p o n( s) t o t he I a rgei u n i t a nd 
the probability of one round from the weapon hitting one 
man in the target at that range. 

3. The motion or cover state of the target being fired 
upon. 

References 20 through 22 provided enough data for the 
calculations of these variables for each weapon in the 


game and references 18. 19, and 23 provided the basic 
numbers and types of weapons used by the personnel 
units of each side. When combined, a firepower value in 
the form of Gunfire Factors for each personnel unit at all 
possible ranges was calculated for each type of unit. 

Further elaborating will not be done here, but if 
interested, a player may refer to the above references, 
especially number 22, (although erroneous in spots) for 
more details of this process and data, 

C, Artillery and Mortar Weapons 

The evaluation of the effectiveness of these weapons is 
strongly affected by a set of assumptions not required in 
the evaluation of the previous two types. These assump¬ 
tions are very' broad, bin not unreasonable for a board 
wargame. Briefly, they are' 

1. Any art i 1 lery (i ndud i ng d irect-fi re) o r m ortar wea p on 
can be assumed to have associated with It a 4l CEP"_ or 
Circular Error Probable, figure which very simply 
represents the radius of a circle centered at the target 
within which 50% of the ammunition fired by that target 
will land. This CEP is definitely range-dependent; that is. 
the closer to a target that the firing weapon is, the smaller 
the CEP will become although* for some technical 
reasons, it will never reach zero {perfect accuracy). 

2. Any target may be approximated by a circle on the 
ground of some radius RT. As an example, a tank may be 
approximated by such a circle: 



as can a section of infantry: 


and so on. 

3. Any munition type, such as an Italian 81 mm mortar 
round lor example, may have associated with it some 
"lethal radius” (RL) within which a target may be 
damaged or destroyed. For example, the SI mm round 
just mentioned may be described as having an RL against 
an infantry target of 7.0 meters, within which any man 
target will probably be killed or seriously wounded by the 
fragments or blast from the exploding round. Against a 
tank target, for example, this RL for damaging or 
destroying the tank will obviously be considerably less. 

Under these three assumptions* then, the effectiveness of 
fires against various targets may be analyzed. I he 
equations for this analysis are in common use throughout 
the military Operations Research community and won’t 
be referenced here; although most OR textbooks and 
papers discuss them and their derivations in detail. I hey 
consist of: 



I. Probability of hitting a target, PH: 


PH - 1 - e 



Iwhera b - 2-718} 


2. Fractional coverage of a target F by one round of 
Lethal radius RL: 

p I ff RT 2 (3F) - RT 5 Sm (2?| * 

360 2 

RLyp - BLjSn Rsij ^ *>.^ 2 

where R is the distance from the burst to the target, P. S* 
and SIG parameters. 

3. And the fractional coverage FKN of a target with N 
rounds each covering the target by amount F as 
calculated above: 

FKN - 1 - {1 - F)N 


Using these three equations, plus other assumptions 
peculiar to Tobruk targets, the artillery and mortar 
effectiveness may be calculated and, working backwards* 
related to casualty production so that the same Casualty 
Table used by gunfire weapons may be utilized. Errors 


again occur in doing this, but for use in Tobruk they are 
safety ignorable. Artillery battery specifics input to this 
calculation include the size of each battery (always four 
guns or howitzers except the 75mm(F) which was six 
guns) and the individual weapon rates of fire which will be 
related later. Dud rates of ammunition were also 
considered, and surprisingly enough found to be signifi¬ 
cant 

Systems Specifics 

A. BOARD 

The board chosen for use with Tobruk requires little 
comment because there is little to it. The 75 meter hex was 
chosen to allow for reasonable maneuver on the board 
while prohibiting the I o nge strange weapon used, the 
88mm FLAK, from completely commanding an engage¬ 
ment. In addition, the CEP's of all artillery and mortar 
weapons used in the game are such that a 75 meter hex will 
probably receive most of their Fire and rounds falling in 
adjacent hexes may be ignored. There is no terrain of any 
kind on the board Ibr two reasons. First* the actual terrain 
upon which most of the Gaza la battles were fought is 
indeed very flat and featureless, Any 'Terrain" protection 
desired by the combatants in general had to be provided 
by they themselves ihrough entrenchments and conceal¬ 
ment. Second and most important, though, it was 
discovered through p lay-test of Tobruk prtdcces&ors that 
almost any terrain feature of any kind on a battlefield of 
this size (about 2 miles by 3 miles) absolutely dominates in 
the play of the game. As discussed in the Introduction* 
Tobruk is intended to be a game of weapons and 
personnel, and not one of tactics as dictated by terrain. 
Rommel himself in his papers (reference 24) related 
exactly this feeling when he wrote: 

“Ol all theaters of operation?, II was probably In Worth Africa that 
the war look on Us most advanced form. The protagonists on both 
sides wore fully motorized formations, for whoso employment the 
flat and obstruction-tree desert ottered hitherto undreamed ol 
possibilities. U was the only theater where the principles ot 
motorized and Lank warfare, as they had been taught theoretically 
before the war, could be applied to the full-and further developed. 
It was the only theater where Ihe pure lank battle between major 
formations was (ought." 


R. VEHICULAR UNITS 

Each vehicle type used by either side during the Gaza la 
Rattles was very unique in performance and pecularities. 
References 3 through 13 list these specifics in detail but a 
short list of the most important items will be presented 
here for completeness, 

I. British: 


Nomenclature 
Weigh I 

Maximum road speed 
Flat desert speed 
Maximum armor 
Crew 
Weapons 

Use in Gazala Battles 
Comments 



Nomenclature 

Weight 

Maximum road speed 
Fla I desert speed 
Maximum armor 
Crew 
Weapons 

Use In Gazala Bailies 
Comments 



— U.S M3 Light tank 'Honey 1 ' or 
’’Stuart’ 

— 13 tons 

— 36 mph 

— 23 mph 

— 38mm 

— 4; 2-man turret 

— 1 37mm MG, 2 .30 cal Browning 
MMG's 

— Main battle tank when necessary. 

— Light, fast and reliable vehicle. Not 
well suited to I be rote ol battle 
tank but used as one anyway. Sur¬ 
prisingly good armor lor tight vehi¬ 
cle, very accurate main gun. Two 
man lurret was a slight liability. 


— Cruiser Mk II Crusader li 

— 13 Ions 

*— 28 mph 

— 22 mph 

— 49mm 

— 5; 3-man turret 

— 1 2 pounder, 2 Besa MMG 

— Main bathe tank. 

— Very unreliable vehicle with a 
weapon nut equal to any olner on 
the field. Disliked by its crews and 
not leared by the enemy. Very 
combustible when hit, Poorly ar¬ 
ranged armor which good speed 
could never overcome. Close Sup¬ 
port (C.S.) version had 3" howitzer 
mainly for firing smoke. 
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Nomenclature 

Weighl 

Mali mum road speed 
FLil desert speed 
Maximum armor 
Crew 
Weapons 



Nomenclature 

Weight 

Maximum road speed 
Flat desert speed 
Maximum armor 
Crew 
Weapons 

Use in Gazaio Battles 



Nomenclalure 

Weight 

Maximum road speed 
Rat desert speed 
Maximum armor 
Crew 
Weapons 

Use in Gaze la Battles 
Comments 



2. Axis 

Nomenclature 
Weigh I 

Maximum road speed 
Hal desert speed 
Maximum armor 
Crew 
Weapons 

Use in Gaza la Bailies 
Comments 



Nomenclature 

Weight 

Maximum road speed 
Flat desert speed 
Maximum armor 
Crew 
Weapons 

Use in Gazala Battles 
Comments 



Nomenclature 

Wolghl 

Maximum road speed 
Flat desert speed 
Maximum armor 
Crew 
Weapons 

Use In Gazala Bailies 
Comments 



— U,S. M3 Medium "Grant" 

— 30 Ions 

— 26 mph 

— 17 mph 

— 57mm 

6; 3-man lurrel, 2-man sponsor! 

— 1 75mm M2. 1 37mm M6, 3 .30 cal 
Browning MMG 

— Main bailie tank. 

— Key Brlllsh tank In battle. Very 
heavy armor and two powerful 
weapons—on fast and very reliable 
chaste. 


— Inlantry Tank Mk III, Valentine SI 

— 16 tons 

—* 15 mph 

— 11 mph 

— 55mm 

— 3; 2-man turret 

— 1 2-pounder. 1 Besa MMG 

— Infantry support lank, bailie tank 
when needed. 

— Very well built and reliable equip- 
ment, Slow speed, 2-pounder gun 
end two man crew limited battle 
effectiveness. Very thick and well- 
placed armor. 


— infantry Tank Mk 11. Matilda it 

— 27 tons 

— 75 mph 

— 11 mph 

— 73mm 

— 4; 3-man lurrel 

— 1 2-pounder, 1 Besa MMG 

— Lnlantry support lank, battle tank 
when needed. 

— Very slow vehicle with limited 
effectiveness due lo 2-poundor 
main gun. Very expensive to build 
due to cast hull. Replaced by Valen¬ 
tine betore El A la mein. 


— Panzerkamplwagen III. Model K 

— 19, 5 tons 

— 24 mph 

— 17 mph 

— 60mm 

— 5" 3-man turret 

— 1 50mm L 42, 2 MG34 MMG 

— Main battle tank, 

— The hear I of Ihe Alrike Korps. Fast, 
reliable and wetl armed all hough 
short 50mm unable lo cope with 
Grant. Extra bolted on hard armor 
was an ell active counter to most 
British weapons. 


— Panzerkamplwagen fit, Model J„ 
Special 

— 23 tons 

— 25 mph 

— 17 mph 

— 77mm 

— 5; 3-man lurrel 

— 1 50mm L/6Q, 2 MG34 MMG 

— Main battle tank, 

— Very dangerous vehicle—only real 
malch lor Grant on field bui only 
19 with DAK on 26 May. Long gun 
very accurate and lethal although ii 
was the most power I ul which 
could III Into Ihe turret and thus Ihe 
Pz. Ill series slopped developing ai 
this poini. Like N, hard extra arm¬ 
or very dllllcult to defeat. 


Panzerkamplwagen IV, Model E 

22 Ions 

26 mph 

17 mph 

60mm 

5^ 3-man turret 
1 75mm L/24, 2 MG34 MMG 
Support lank, bailie lank iI needed. 
Good, reliable lank like Pz. Ill but 
next to useless in tank battle due 
to short gun. Could bombard enemy 
from up to 3060 meters even while 
moving wilh lethal HE, however. 
A lew "Special' version ol the Pz. 
IV with the new long-barreled 
75mm were used beginning al 
Brr Hacheim but no I Included In 
game. 


Nomenclature 

Weight 

Maximum road speed 
Flat desert speed 
Maximum armor 
Crew 
Weapons 

Use In Gaza la Battles 
Comments 



— $d, kfz. 139, Marder III 

"11 tons 

— 26 mph 

— t7 mph 

— 52mm 

— 4: 2-man gun position 

— 1 76.2mm(r), 1 MG 37 MMG 

— Tank desiroyer. 

— EHeclive use ol modified captured 
Russian Held gun on captured 
Czech chasls. Gun was so powerful 
that Brlllsh at first I hough I that 
self-propelled BBmm FLAK guns 
had been introduced. Open top, 
limited gun traverse, and two- 
man gun crew limited overall 
effectiveness. 


— Carro Armalo Tipo Ml3.-40 

— 14 ion 

— 20 mph 

— 11 mph 

— 50mm 

— 4l 2-man turret 

— 1 47mm L/32, 3 Breda 33 MMG 

— Main baiHe lank. 

— Stow, "self-propelled coffin" with 
weak armor everywhere but the 
turret front. Good gun but not good 
enough to prevent many Italian 
tankers from being kilted in bailie. 
Unreliable, highly combustible 
when pierced. 


— Obice DA 75/18, Bern oven le 

— 14 tons 

— 19 mph 

— 11 mph 

—- 50mm 

— 4; no turret 

— t 75 mm L/1B 

— Support field gun 

— Basically the same vehicle as the 
Ml3/40 hut with field gun instead 
ol anil-lank gun. Same weak¬ 
nesses as Ml 3^40 but could fire 
Directive HE shell like German Pz. 
IV oul lo long range even while on 
Ihe move. 


C. Weapon Units 

Even though weapons are identified as being used by one 
side or the other, it must be stressed that both sides in the 
desert made extensive use of captured weapons w henever 
possible. The reason lor this was that, unlike AFV\ 
weapons in general required no special supplies of spare 
parts or maintenance equipment to be kept in operation 
and can be set up and used with lar less train ins; than in 
the ease of an AFV. I lie following lists the most 
important data for each w eapon type used in the game by 
either side: 


No men elm urD 
Weight 

Maximum road speed 
Flat desort speed 
Maximum armor 
Crew 
Weapons 

Use In Gazala Bailies 
Comments 



Nomenclature 

Weight 

Maximum road speed 
Fla| desert speed 
Maximum armor 
Crew 
Weapons 

Use in Gazala Battles 
Comments 



E. British 

Nomenclature 
Weight in action 
Crew 

Ammunition 
gene rally used 
CEP (Indirect lire) 

Rate of fire 
Amm uni lion dud rate 
HE round lethal radius 
Com men Is 



C%J 


Nomenclature 
Weigh I In action 
Crew 

Amm uni I Ion 
generally used 
CEP (Indirect lire) 
Rale ol lire 
Amm uni l ion dud rale 
HE round lethal radius 
Commenls 



CTi 


— Muzzle Loading Mortar 2 ,r 

— 10 1b. 

— 1-man 

— HE 

— 5—20 melers 

— 12 rpm 

— 1.6 meter 

— Standard British light mortar. SHU 
in use after Korean War and highly 
prized by British infantry. 


— Medium Mortar, 3'' 

— 126 lb. 

— 6-men 

— HE, smoko 

— 8-33 meters 

— 10 rpm 

— 7.1 meters 

— Standard British medium mortar 
si ill In use although modified. Suf¬ 
fered Irom short range in deserl 
and, like all British munitions, from 
small lethal radius ol fragments- 
lion duo to use ol poor grade merl- 
als in shells. 


Nomenclature 
Weight in action 
Crew 

Ammunition 

generally used 
CEP (indirect lire) 

Rate of lire 
Ammuniilon 
dud rate 

HE round lethal radius 
Comments 



*’* .303 Vickers Medium Machine-gun 

— J2 lb. 

— 6-men 

-— BhII. tracer 

— 500 rpm (cyclic) 


— World War I design using Maxim 
action. Reliable, ell active and 
given up, unhappily, by the British 
Infantry only long alter the war. 
Uke 3"' mortar, usually attached lo 
infantry companies when needed 
In sections ol Iwo, 


Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 

Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



— .55 inch Boys Anti-tank Rifle 

— 36 1b, 

— 1-man 

— Armor piercing Incendiary 

— 15 rpm 


— Heavy weapon notable. and fear¬ 
ed, lor three limes ihe kick ol a 
shotgun but wilh almost no armor¬ 
piercing capability. Inasmuch as 
it could damage light vehicles and 
break Ihe track of any lank, It was 
still ol use until shaped charge 
weapons became generally avail¬ 
able in 1943. 


Nomenclalure 
Weight In action 
Crew 

Ammuniilon 
generally used 
CEP (indirect lire) 
Rale ol Fire 
Ammunition dud rale 
HE round iethal radius 
Comments 


CD 





— 2 pounder anil-lank gun 

— 1.0 tons 
5-men 

— AP non-explosive shot only 

— 22 rmp 


— Standard British ATG al beginning 
ol war bui obsolete by 1942. At 
Gazala still main ATG although 
supposedly replaced in artillery 
units by 6 pounder. Small, uncapped 
shot shallered easily on German 
hard armor. 


Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 

Rate of lire 
Ammunlhon dud rale 
HE round lethal radius 
Comments 



— 4Qiv.ru Anlf-akrcrall Gun (Bofors) 

— 2.4 tons 

— 6-men 


— HE, AP 

— 120 rpm (cyclic) 

— 1,6 meters 

— Swedish design standardized as 
medium AAA by many countries 
and si Ilf In use today. Effective in 
main role bui secondary role as 
ATG limited by sights. 



Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect tire) 

Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 



— 6 pounder Anti-tank Gun 

— 1.22 Ions 

— 5-men 

— AP non-explosive shol only 

— 15 rpm 


— ExecHenI hard-hilling piece. Only 
112 m hands of Royal Artillery units 
ol Eighth Army a I slarl of battle. 
Like 2 pounder, no HE shell avail¬ 
able which limited use. Impressive 
performance convinced American 
army lo adopt as 57mm ATG, 


Nomenclature 
Weight In aelkon 
Crew 

Ammuniilon 
generally used 
CEP (Indirect fire) 

Hate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 


— French 75mm gun. Model 1897 Ml 

— t,3 tons 

— 6-men 

— HE, smoke, AP 

— 22 meters 

— 12 rpm 

— 30% 

— 12 meters 

— World War I French main held gun. 
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Nomenclature 
Weight in action 
Crew 

Am munition 
generally used 
CEP (indirect lire) 

Rate at lire 
Ammunition dud rale 
HE round I el ha I radius 
Comments 



4.5 inch gun 

Nomenclature 
Weight In action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 

Rale ol lire 
Ammunition dud rale 
HE round lethal radius 
Comments 


155mm Howitzer 

Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect tire 
Rate of tire 
Ammunition dud rate 
HE round lethal radius 
Comments 


2, German 

Nomenclature 

Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 

Rale ol lire 
Ammunition dud rale 
HE round lethal radius 



to 


Nomenclature 

Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 

Rale ol lire 
Ammunition dud rate 
HE round lethal radius 
Comments 



Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (Indirect lire) 


Used by Free French at Bir Ha eh elm 
both as artillery and ATG- Limited 
range and high ammunition fail¬ 
ure rate due to age limited use, 
but six-gun battery and high rateol 
lire made battery tires very eliec- 
tive. Grant main gun based upon 
It. 


25 pounder gun—howitzer 

1.8 tons 

6-men 

HE, AP, smoke 
42 meters 
6 rpm 

20'Vo 

13.fi meters 

Standard British field gun until long 
alter the war. Effective as artillery 
and when necessary as ATG al¬ 
though lack of suitable sight limited 
range. 


4.5 Inch Gun 
5.7 Ions 
&-men 

HE, smoke 
45 meters 
2 rpm 

17 meters 

Standard British medium piece in 
service at Gazala. Long range and 
good accuracy at range made piece 
very effective and well respected. 


U S. 155mm Howitzer Ml 
6.3 tons 
9-men 


HE. smoke 
47 meters 
2 rpm 

1 5 D /n 

19.9 meiers 

Standard U.S. medium howitzer 
stilt in use today. Used in conjunct 
Uon with 4.5“ gun by British in me¬ 
dium batteries at Gazala. 


— 5 cm. Granatwerier 36 (50mm 
mortar) 

— 31 pounds 

— 2 -men 

— HE 

— 5—20 meters 

— 12 rpm 

— 15V* 

— 2.7 meters 

— Very effective light weapon but 
like British 2" and Italian 45mm 
usefulness, in desert limited due 
Ip shori range. Powerlul HE shell. 
Very heavy compared to 2\ 


— 8 cm. Granalwerler 34 (81mm 
mortar) 

— 125 pounds 

— 6-men 

— HE and smoke 

— 7—42 meters 

— 12 rpm 

— 15*o 

— 7.5 meters 

— Very elleclive weapon usually at¬ 
tached to In Ian try company In hall- 
plaloons ol Ihree weapons. Longer 
range Than British 3”. 


— Pz, B 39 (7 92mm ATR) 

— 28 pounds 

— 1-man 

— AP wllh tear gas filler 


Rale ol fire 
Ammunition dud rate 
HE round I el ha l radius 



QO 


t— 


r < 


F cs 


CD 




Nomenclature 


Weight in acllon 
Crew 

Am munition 
generally used 
CEP (indirect lire) 
Rale ol lire 
Ammunition dud rate 
HE round lethal radius 
Comments 



— 10 rpm 


— Lighl, handy weapon bul like .55 
cat Boy s hopelessly outclassed by 
average British tank. II could, how¬ 
ever, at least break tracks and so 
was retained until shaped Charge 
weapons became available. 


— 7.92mm MG34 Medium machine- 
gun 

— 42 pounds 

— 4-men 

— Ball, AP 

— 800 rpm (cyclic) 


— Same weapon as section MG34 
except equipped wllh heavy tripod 
which allowed more accuracy and 
longer bursts. Like section weap¬ 
on, high rate of hre produced am¬ 
munition supply problem. Usually 
attached to company in haII-pla¬ 
toons with I wo weapons. 


Nomenclature 
Weight in action 
Crew 

Am muni I ion 
generally used 

CEP (indirect lire) 
Rale ol lire 
Ammunition dud rate 
HE round tclhat radius 
Com monta^^^^ 

AS 


— 2,8 cm. S.Pz.B.41 (28/20 PAK) 

— 491 pounds 

— 3-men 

— Armor piercing composite non- 
rigid. HE 

— 10 rp m 

— .14 meters 

— First production ml Illary weapon 
to use 'squeeze-bore" principle io 
gain high velocity (4550 ll/sec) 
projectile. Small sight and ins la¬ 
bility ol ammunition limited 
accurate range but tungsten car¬ 
bide projectile could pierce almost 
any British lank. 


Nomencialure 
Weight In action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
Rale ol lire 
Ammunition dud rate 
HE round lei ha I radius 
Comments 





Nomenclature 
Weigh! in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 

Rale ol lire 
Ammunition dud rale 
HE round lethal radius 
Comments 



— 5 cm. PAK 38 (50mm PAK) 

— 2145 pounds 

— 6-men 

— ARC8C, ARCH. HE 


— 7.5 meters 

— Standard German ATG and main 
gun on Pz. Ml 4 Special. High veloc¬ 
ity and excellent sights gave high 
accuracy, bul special ARCH ammu¬ 
nition required to defeat heavier 
British armor, leihal HE shelf for 
use against soil targets. 


— 7.5 cm. LtG 

— .39 Ions 

— 5-men 

— HE, smoke 

— 35 meiers 

— 6 rpm 

— IStt 

— 11.1 meiers 

— Inlantry support weapon for bring¬ 
ing ol direct fire onto resistant 
targets. Although antiquated, re¬ 
tained and used by German army 
unit end of war. Kept in support 
companies ol rifle regiments along 
with 150mm version (S!G) not in¬ 
cluded in game. Allached to com¬ 
pany In sections ol I wo. 


Nomenclature 


— 8.8 cm, FLAK 36 


Weigh! In aclion 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 

Rate of fire 
A mm uni | ion dud rate 
HE round lethal radius 
Comments 



— 5,5 tons 

— 11-men 

— APCBC, HE 

— 24 meters 

— 15 rpm 

— 10 fl * 

— Ifi.t) meters 

— Most I a mo us Gorman weapon of 
war. Excellent medium anti¬ 
aircraft gun, excellent Held gun 
when needed, but mo&l famous 
as anli-lank gun, especially In 
desert. High-quality optics and sta¬ 
ble platform gave most accuracy of 
any weapon at Gazala, High veloc¬ 


ity projectile and high rate of lire 
rounded out the threat to tanks. 
Weapon i I sell, however, was 
large, vulnerable to fragmenta¬ 
tion, and heavy. These weak¬ 
nesses wore corrected in 88mm 
ATG's later In war. 


JllSmm Howitzer 

Nomenclature 
Weight In action 
Crew 

Ammunition 
generally used 
CEP (Indirect lire) 

Hate ol lire 
Ammunition dud rate 
HE round lethal radius 
Comments 


— 10.5 cm. L, F, H. 18 (105m m howitzer) 

— 2 tons 

— 6-men 

— HE, smoke 

— 38 meters 

— 6 rpm 

— 15*o 

— 16.7 meters 

— Standard Germany army field 
howitzer uni if end of war. Effec¬ 
tive, wei I-designed piece equal 
in performance lo 25 pounder or 
American 105mm. 


15(lmm Howitzer 

Nomencialure 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (Indirect lire) 
Hate of lire 
Ammunition dud rate 
HE round lethal radius 
Comments 


— 15 cm. S.FJHL 18 (150mm howitzer) 

— 5.4 tons 

— 8-men 

— HE, smoke 

— 49 meters 

— 2 rpm 

— 15*fl 

— 23 meters 

— Standard German medium how¬ 
itzer. Companion piece to 105mm 
L.F.H. 18. 


105imti Gun 

Nomencialure 
Weight In action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 

Rate of fire 
Ammunition dud rate 
HE round lethal radius 
Comments 


— 10.5 cm. K18 (105mm gun) 

— 5.5 ions 

— 8-men 

— HE, smoke 

— 30 meters 

— 6 rpm 

— 15*n 

— 16.7 meters 

— Standard German long range gun. 
With 150mm KI8 formed basis ol 
□ AK Army Artillery. Because of 
long range, boih weapons espe¬ 
cially useful for counter-battery 
II res. 


150mm Gun 


Nomencialure 
Weight In action 
Crew 

Ammunition 
generally used 
CEP (Indirect lire) 

Rate ol lire 
Ammunition dud rate 
HE round tel ha I radius 
Comments 


— 15 cm. K18 (150mm gun) 

— 12,5 tons 

— 8-inon 

— HE, smoke 

— 42 meiers 

— 2 rpm 

— 15*a 

— 23 meters 

— Companion piece in Army Artil¬ 
lery to 10.5 cm. K1B, By lar longest- 
ranged weapon In game. 


3. The Italians 


Nomenclature 
Weight in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 

Rate ol lire 
Ammunition dud rale 
HE round ielhal radius 
Comments 



— 45mm M35 Brixia (45 mm mortar) 

— 34 pounds 

— 2-men 

— HE 

— 5—20 meters 

— 25 rpm 

— 2Q *n 

*-0.7 meter 

— Equivalent weapon to British 2" 
or German 50mm. Threw “Red 
Devil" grenades at very high rale 
out to same range as other two 
mortars. Us use In I he desert was 
there lore limited. Allached to 
company in sections of three 
weapons. 


Nomenclature 
Weight In action 
Crew 

Am mu mill on 
generally used 
CEP (indirect lire) 
Rale of lire 


— 81mm M35 (81mm mortar) 

— 129 pounds 

— 6-men 


— HE, smoke 

— 6—39 meiers 

— 18 rpm 
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Ammunition dud reta 
HE found Jethal radius 
Com merits 



— 20 % 

— 7.0 mole? rs. 

—■ Bos) mortar in desert. Outranged! 
British and German equivalents. 
High rate at tire, accuracy and 
lethality made it very effective, 
Usually attached to Hite company 
in sections with one weapon. 


Nomenclature 

Weight In action 
Crew 

Ammunition 
generally used 
CEP (indirect fire) 
flats oI fire 
Ammunition dud rale 
HE round lethal radius 
Comments 



Weigh I m action 
Crew 

Ammunition 
generally used 
CEP (Indirect fire) 

Rale oi fire 
Am muni lion dud rele 
HE round lelhal radius 
Comments 

JJ 


— 8mm Medium machine-gun 
(Breda 37) 

— 83 pounds 

— 6-men 

— Ball, AP 

— 450 rpm (cyclic) 


— Standard MMG and desl Italian 
machine-gun. Complicated design 
led lo problems in the desert doe 
to dust 


— 20mm Heavy machine-gun (20mm 
Breda) 

680 pounds 

— 4-men 

— AP, HE 

— 120 rpm (cyclic) 

— 0,2 meter 

— Heavy weapon for anti-aircrall H 
anti-lank and anti-personnel use. 
Limited a nil-tank capahtlliy but 
high rate of fire proved it lo be 
dangerous. British put to use all 
I hey could capture. 


The Suika dive-bomber is as infamous as probably any 
other weapon of war before or since. In ihe minds of 
German tactic planners such as Rommel, however, the 
Siuka was not regarded as being decisive nor. for that 
matter,even remarkably effective except for use in its very 
clearly defined tactical role—that of the '*heavy artillery'* 
ol the mobile divisions. In this role it indeed excelled, and 
as such was a critical pan of the concept of the Blitzkrieg 
or lightning war about which so much has been written. 

In the desert, however, the Stukag really weren't all that 
useful simply due to the lack of suitable targets for them 
except in rare cases. Its somewhat wasteful to use an 1100 
pound (500kg) bomb against a target that one anti-tank 
projectile could destroy. Nevertheless, the Stukas were 
massively used by the Germans (the Italians flew them 
also, incidentally) whenever the proper opportunity 
arose, such as when attacking BEr Hachcim or the Tobruk 
perimeter and whenever "heavy artillery'* was needed. 

In the game, the Stukas used are assumed lo carry only 
one ol several possible bomhloads and their use for 
ground strafing is not allowed. They are assumed to 
always be “on call” (Luftwaffe officers were usually 
attached to ground units like FOY) and are assumed to 
bomb in the following way. 

Release altitude — 1509 feel 

Release Might nngle — 80 

Impact angle — gg, 


which produces a CEP of 33 meters for the large bomb 
and 35 meters for each oft he small ones. Their lethal radii 
against personnel are 3W meters and 23 meters respective¬ 
ly. 


E. Personnel Units 



Nomenclature 
Weigh! in action 
Crew 

Ammunlllon 
generally used 
CEP (indirect lire) 

Rale ol fire 

Ammunlllon dud rate 
HE round lelhal radius 
Comments 



105 Howitzer 


— 47mm L/32 Breda (47mm ATG) 

— 1160 pounds 

— G-men 

— AP. HE 

— IS rpm 

— 8.2 meters 

— Standard support and anliaank 
weapon ol Italian army. Usually 
all ached to Inlantry company in 
platoons ol 2 weapons apiece. 
Light enough lo be manhandled at 
slow speed. 


All personnel units in Tobruk lire different in composi¬ 
tion. both in men and in weapons. In general, these 
compositions may be found in sources to be referenced 
later, but it must he remembered that on the field in the 
real buttle standardization rarely exited. Losses from 
engagement to engagement could almost never be fully 
replaced and as the campaign progressed personnel units 
of a 11 types would change as to what weapons were carried 
by individuals in the units. Lnr example, German infantry 
sections would grab up as many extra MG34 light 
machtneguns as became available as the battle wore on 
and so forth. In the game, however, no easy way existed to 
model such improvisation and so every personnel unit is 
assumed to be as described in the organization tables or 
•TO&EY\ 


105 mm L/2& Ansa Ido (150mm 
howitzer) 

2 Ions 
6-men 

HE. smoke 
35 meters 
6 rpm 
25% 

13.5 meters 

Standard Malian held howitzer 
bul never in enough quonlity to 
replace older weapons. As good as 
German 106 or British 2$ pounder. 

Minim Gun 


The basic Tobruk personnel unit is. of course, the infantry 
seel ion Irani which all larger units are built. The highest 
echelon which can be reached by either side in the game is 
a company, but a full-strength company might represent 
in the later stages of the battle a unit of hula J lion strength 
or even larger. 11 desired, additional Tobruk counter sets 
may be added together on the board to form larger 
standard units than one company, but in the desert a 
battlefield of the board size (about 2 miles by 3 miles) was 
about the correct size to allow for full movement of 
nothing much above a batailion and the mechanics of the 
game were designed with this limit in mind. (Players who 
build higher echelon units on the board run the risk of 
making the game unwieldy and not much fun to plav.) 


Nomenclature — 

Wetghi in action — 

Crew — 

Ammunlllon 

generally used — 

CEP (Indirect fire) — 

Rale ol tire — 

Ammunition dud rele — 

HE round telhaJ radius — 

Comments — 


Nomenclature 

Weigh! in action 
Crew 

Ammunition 
generally used 
CEP (indirect lire) 

Rale of lire 
Ammunition dud rale 
HE round lethal radius 
Comments 


— 149mm L.40 Anssldo (149mm 

gun) 

— 5.4 tons 

— 8-men 

— HE. smoke 

— 45 meters 

— 2 rpm 

— 25% 

— 18.9 meters 

— By lar the best Italian medium 
piece: on rough par with 4.5 Jr 
British. 


D, STUKAS 

Nomenclature 

Speed 

Crew 

Armament in game 


— Ju-57-ei siuka" 

— 210 mph 

— 2-men 

— one-500 Kg. demolition bomb 

I our-50 Kg. fragmentation bombs 


I he companies on each side are represented m numbers of 
men and sub-unit composition on their respective roster 
charts, but some comments are in order ns to the weapons 
and any special characteristics of each as used in the 
game. 

1, British The British desert infantry section contained 
10 men composed of one non-commissioned officer 
(NCO) armed with an American Thompson sub- 
mathinegun. two men operating .303 cal. Bren light 
machlnegun and seven men armed with Enfield ,303 cal. 
M k.3 bolt-action rifles. The platoon is composed of ihree 
of these sections with a platoon headquarters section of 
seven men all armed with Enfields and the platoon leader 
HQ group itself of only two men, one of whom is assumed 
to carry a rifle and the other just a pistol. In the I IQ 
section were usually located the platoon's 2" mortar and 
Boy s .55 cal. anti-tank rifle but these were often given to a 


rifle section to use when needed. The company was 
composed of three of these platoons plus the company 
commander HQ group of two men armed like the platoon 
leader's and nine-man section, each man armed with an 
Enfield, Every man in the company is assumed to carry 
the standard (No, 36) British hand grenade but no other 
special equipment. Reference 21 contains data about 
these individual weapons. Additional data and comment 
about the company and larger-echelon units may be 
found in Reference 23, 

2. German The German infantry section, like its British 
counterpart, was based upon one fast-fir lag automatic 
weapon around which the section's tactics were built. This 
weapon was the infamous MG34 (the British often 
referred to them as “SpandauV) belt-fed light 
machincgun a weapon so lethal that virtually every 
modern day general purpose maehinegun (like the US 
M60) is designed directly or indirectly from it. In the 
game, it is the MG14 alone which is responsible lor the 
massive German section firepower. I w o men are assumed 
to operate it with the rest of the section being armed with 
the 7,92mm Mauser G9W 40 rifle with the squad leader 
carrying an MP40 sub-machinegun. but these weapons 
contribute very little to the section's effectiveness with the 
respect to the V1G34. Note that with only one man 
remaining in ihe section, a fairly impressive firepower can 
still be placed on a target because it is assumed that he will 
always pick tip the MG34 and use it instead of his own 
we ypom 

As in the case of the British, a platoon is composed of 
three such sections with an K man platoon headquarters 
section and a 2 man HQ group. Unlike the British 
platoon, however, no light mortar or anti-tank rifle was 
directly controlled by the German platoon, rather three 
light mortars and three ATR's were carried by 9 man 
sections as company headquarters w here one additional 
10 man section was included. Note also that in this, the 
early part of the war, the German company was 
composed of four and not three platoons as were the 
British and Italian companies. Every German soldier is 
assumed to carry the standard stick grenade but again, no 
special equipment. Reference I ft c onta ins com p leted da ta 
on the organization and weapons of the German 
company and higher echelons. 


3. Italian The Italian infantry section differed signifi¬ 
cantly from its British and German counterparts 
inasmuch as it was composed of 20 men and broken into 
two functional groups a light machineguu group of 9 
men and a rifle group of 11 men. Two standard 6.5mm 
M30 Breda light machineguns plus rifles were carried by 
the first group and the standard 6,5mm M9| Mannlicher- 
Curcano by the second. Both groups were headed by an 
NCO who was usually armed wit h the excellent 9mm M 38 
Beret ta sub-machinegun. Two sections plus an HQ group 
formed the platoon and three platoons, 3 headquarters 
sections and the company HQ group formed the 
company. All company personnel are assumed to carry 
the M35 O T O. "Red Devi!” hand-grenade but note that 
neither light mortars nor anti-tank rifles arc part of the 
company Any of these or heavier weapons had to be 
attached to the company from higher echelon units. All 
additional data about the Italian company or higher 
echelon organization or weapons may be found in 
reference 19. 

The only other Tobruk personnel units, the CREW’s and 
artillery forward observers, are assumed to he armed with 
the appropriate standard rifle and grenades only. The 
CREW's are composed of one N CO gun commander and 
the proper number of other ranks and the F.O. is assumed 
to consist of one officer only. 


F. Obstacle/Fortification Units 

1, The entrenchment counter does not represent row f s of 
slit trenches as may be guessed but rather an area 
completely covered with personal entrenchments of 
“hedgehogs” which all sides found to be of most value in 
the desert. Since the hex containing an entrenchment 
counter is assumed to be completely covered with 
hedgehogs (not enough to impede wheeled or tracked 
vehicular travel though), more than one personnel unit is 
assumed to be a blc to fl nd cover i n the hex and t he game is 
played in this way. 
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2r 1 he bunker blockhouse counter represents one large 
fortification. I he bunker itself is a covered emplacement 
providing full cover and firing openings to personnel 
inside and doesn't differ much in construction from army 
to army. The blockhouse, however, is a very strongly- 
built concrete structure which, in thcGazala battles, was 
only found on the Tobruk perimeter. The blockhouses 
had been built by the Italians as part of the strengthening 
of the port defenses when they were in control of Tobruk 
before the British offensive of 1940 which drove them out. 
Although good emplacements, the British found the 
blockhouses to be more defensive rather than an offensive 
nature because troops inside could not fire out many way, 
and this is how they are used in the game. 

3. The weapon pit counter by definition contains one pit 
for a weapon to fit in and which provides suitable 
protection for the crew when not manning the gun. 



mm 

AT 

TRENCH 


A. Infantry 

A single big mistake in the use of a force of infantry is 
usually enough to end a given game where they arc 
important. On the attack, this error can occur by 
attempting to approach an enemy position in strength 
before the enemy is pinned down by fire. On the defense, it 
usually happens when units forsake their cover for any 
reason while under fire. In general, infantry, unlike 
AFV's. should never he "thrown*' into a situation where 
l ire may be brought against them. They should be used 
very carefully and players should realise, like Rommel, 
that then prime use in the desert is to occupy and hold 
terrain and inflict casualties on the enemy when he is 
compelled to erradicate (hem (such as in Scenario S). 
Except when mechanized or when no AFVs are 
available, infantry should never be considered as part of a 
strike force. When forced to participate in an attack, 
under no circumstances should they he allowed to move 
toward the enemy without some supporting fire being 
placed on the area being assaulted. When in position on 
the defense, they should stay under fuil cover until ihg 
enemy is dose enough to be badly damaged by fire. This 
may sometimes mean staying under full cover lor good, 
and forcing the enemy to literally jump in the trench to get 
lhem out through melee, Properly used, infantry units 
may be very expensive to destroy, 

R, Armored Ughlmg vehicles 

Rommel, as usual, sums up best me value of armor in 
the desert when he writes (reference 24): 


4. The minefield counter laid by either side is assumed to 
contain a minefield patterned like the German 24 by 64 
meter field ns described in reference IS. Besides anti-tank 
mines, anti-personnel mines are assumed included in the 
field and an effective density oi 4mines per meter of front 
is reached in the hex. Each field, of course, is assumed to 
contain the standard AT or AP mine types used by the 
side laying the field btn like with other weapons, captured 
mines were used by all sides extensively. The operating 
characteristics of each type of mine do not differ from one 
another enough to justify differentiating the fields or their 
effectiveness. 


‘The armor is the core ot (he motorized army. EveryIhing turns on 
It, and other TorrhaUOns are mere auxiliaries." 

In the game three key tactical points on the use of armor 
are most notable. Very simply, they arc: 

never offer enemy armor-piercing weapons a flank or 
rear shot except when there is no other alternative; 

never discount the threat of any enemy unit but engage 
the most threatening first and stay on it until desired 
damage is achieved, and 


5. The anti-tank trench counter is assumed to be 
completely cut across by the trench which is between 6 
and h leet deep with reinforced walls and sometimes 
covered by boards, The trench hex is assumed lo contain 
hedgehogs and (he trench itself could obviously be used 
for cover. 

All of the above units as well as those previously described 
should he thought of in terms of how large they were in 
real life for proper appreciation of their Use in the game. 
The following illustration is an outline of one board hex 
with one tank, infantry section, and gun shown in scale to 
help players visualize this relationship. 



The purpose of Tobruk is to introduce battlefield 
problems to players through the medium of an enjoyable 
game. In playing, players should be able to quickly learn 
what does and does not work in the maneuvering and 
firing of units, but some comments about general tactics 
are in order. 


-never move for any reason other than for self 
protection or to establish a better firing position. 

These three points apply equally well to armored vehicles 
on the defense or the attack On the attack, armor, like 
infantry, should he supported by fire on the objective 
where possible. Enemy anti-tank guns should be 
constantly engaged by mnehmeguns on the approach and 
finished off with direct fire as soon as possible, Enemy 
tanks should be outmanouvered and the prized flank or 
rear shot position against them achieved. Undoubtedly 
the worst approach tactic to be used against either ATG T s 
or tanks is the direct approach with no fire on ihc enemy 
because, in general, any weapon can sooner or later ai 
least i m mo b i l he a ny A K V O n i he de fe nse i he be st tact ie 
as just described is that of remaining stationary, selecting 
the most lucrative targets one by one, and once firing on 
each has begun, not slopping until the target has been 
neutralized. Wherever possible the enormous advantage 
of taking partial cover in a weapon pit should be 
exploited. Friendly infantry should be positioned with or 
around dug in tanks to prohibit the approach of enemy 
infantry and the positioning of the tanks themselves 
should be such that outflanking is difficult. When 
properly positioned and protected, AKV's in weapon pits 
probably represent the most formidable obstacle to any 
enemy advance. 

C. Arlilkry 

The use of offboard artillery in the scenarios of Tobruk 
should be in the role of direct support of the maneuver 
units on the board. What this means is that players would 
best use artillery available for the purpose of helping units 
achieve specific tasks, rather than use it as just another 
available weapon for destruction of enemy targets. The 
best example of this is in the use of artillery to blind enemy 
positions with smoke thus aiding in the approach of units 
toward the area being blinded. Artillery definitely may be 
used for destruction of enemy units on the board, of 
course, but the most vulnerable enemy targets, personnel 
in the open and masses of soft vehicles, rarely appear in 
any Tobruk scenario, Note that no provision has been 


made in the game for the use of the heavy (above 150mm) 
artillery, which was in ihe armies of both side!* during the 
Gaza la Battles. This is because, except in Scenarios 2,5,8 
and 9, the heavy artillery of both sides was unavailable for 
use due to the fluid state of the engagements. Also* as in 
ihc case of the Stuka, no really suitable targets lor large- 
caliber fire existed on either side in the Gaza la area. The 
weapons were used when available* of course, but for 
typical desen targeis field and medium pieces were 
suitable- 

in general, three missions are possible for ihe use of 
artillery batteries in the game. They arc: 

Destruction missions where HE fires are brought 
onto point targets for the purpose of destroying them 
through direct hits; 

Neutralization missions where H E fires are brought 
onto area (personnel or soft vehicles in the open) targets 
for the purpose of inflicting casualties through fragmen¬ 
tation and; 

Harassment missions where smoke or HE fires arc 
brought onto any target for the purpose of blinding it, 
forcing it to button up, forcing it to seek cover or forcing it 
to move. 

Due to the highly mobile nature of most of the game 
scenarios and the limitations of artillery (lung adjustment 
times* poor direct hit probabilities with respect to direct- 
lire weapons, limited shifting of fires for effect) most of 
the artillery fire missions seen on the board will probably 
be for harassment. 

As in the case of direct fire, once any mission is 
commenced against a target, it is extremely bad tactics to 
cease fire before the desired result of the mission is 
achieved. 


Comments and Game 
Deficiencies 

Tobruk , like any other game, had to be built within many 
limitations imposed by the fact that reality can*t ever be 
perfectly modelled. In the case of this game, however, 
additional constraints arose because of the complexity of 
the methodologies used for describing combat results. 
The effect of this was very simply that many vehicles and 
weapons used by both sides in ihc actual Gaza la Baltics 
were not included in the game. These included the light 
tadks, armored cars, and early model medium tanks used 
by both sides and a weird assortment of non-standard 
vehicles and weapons used by the Germans who were very 
adept at putting anything ol marginal value to use. 
Without a doubt* however, the inclusion of these extra 
pieces would have contributed little to the game and 
would have caused a great deal of extra complexity, 

A little problem arose in the research for Tobruk when it 
was found that little data was available on British, 
German, or especially Italian small unit tactical doctrine 
This showed up particularly in the areas of infantry-tank 
and infantry-artillery coordination. Where and how 
FO T s, for example, were attached and what their 
procedures were was unknown, and so approximations 
ba sed on U. S. A rmy d oc t r i nc we re i mpl e me n ted a nd were 
probably within reason. This same approximation was 
used wherever other needed data was unavailable, bui 
since all armies gene rally operate in the same way in 
combat, the modelling of unknowns around U,S r 
procedures is probably pretty accurate. 

As mentioned before, as much emphasis as possible was 
placed in the game on the simulation of weapon effects. In 
some cases, however* such as in the case of determining 
methodologies for resolving the problems of morale, 
scientific data was completely absent and educated 
guesses had to be made. This subjective way of resolving 
these difficulties is obviously not perfect, but it was ihe 
best solution at hand especially in view of the fact that 
research into any area has its limits which must be 
recognized. In (he design of Tobruk, these limits were 
often reached and the resulting game rule or procedure is 
therefore probably not near to perfect. Hopefully, 
though, no part of the Tobruk architecture is designed in 
an unrealistic or unreasonable way. 
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THE FIREFIGHTS 

Each Firefighi is ten turns in length and victory is 
based exclusively on accumulation of victory points. 

The Victory Point Table lists all possible points to be 
scored by either side which, as can be seen, differ 
considerably from the values scored during scenario 
play. Tltc reason for this is that the tables reflect 
generalized values of the various units throughout the 
entire campaign and are intended to show diverse 
measures of relative value which were not specifically 
battle-dependent. For example, throughout the cam¬ 
paign the capture of an enemy A FV would have been 
of considerable importance to either side but during 
scenario five for example, Iitile redly mattered except 
the fall of the British line and so victory conditions are 
based on taking the position and not kill or capture 
tallies. 

FIRE FIGHT RULES; 

J» Set Up: 

a. All units entering the game must enter on the first 
turn. 

b, In those Fire Fights indicated as occurring on only 
cue mapboard section, units moving outside of the 
board section are considered to have exited the 
mapboard. 



2. Game Length: All Firelights arc ten turns long 

3. Rules: Any experimental or optional rules may he 
used. The Firefights have been designed to be used 
with the more intricate experimental rules. 

4. Victory Conditions: All victory conditions are 
based upon the Firefight Victory Foam Table. The side 
accumulating the most points at the end of the game 
wins. Ties are considered drawn games, 

a. Only the single largest point score may be credited 
for any one enemy unit, EXAMPLE: Points for 
capturing on M -killed Pzkw-iflh would he 20, not 23 
{i>., 20+3 points for the M-kill l 

b. Points may be scored for both M- and F-kills on 
the same vehicle. 

FI REFIGHT A—‘THE QUEEN OF THE DESERT* 

In the early days of the war, Italian armored units 
were often compelled to fight the heavy British 
Matilda 11 tanks. The usual result of these engage¬ 
ments earned the Matilda II the nickname "Queen of 
Ike Desert": 

British—Matilda 11 x3 
Italian—M 13/40x15 

Set Up—One side enters from the north edge, the 
other enters from the south edge onto one mapboard 
section. Italians move first, 

FIREFIGHT B—'AN EVEN ENCOUNTER* 

A much better armored match occurred when Italian 
Ml3/40’s encountered lighter British armor: 

British—Stuart xfi 

Italian—M13/40 x 15 

Set Up—(As in Firefighi A) 

FIREFIGHT C—‘DUEL OF THE BEST* 

A duel between Pzkw IIIj Special and Grant tanks, 
the best vehicles on both sides, must have been 
fascinating. This Firefighi sets up such a dud: 

British—Gram xS 

Germans—Pzkw 11 jj Special x5 

Set Up—{As in Firefighi Ah Germans move first. 


Special—Rrilish must have a 75mm ammunition limit 
and Germans an APCR ammunition limit as outlined 
in the experimental rules. 

FIREFIGHT CONVOY RAID* 

Supply and transport columns would be attacked in the 
open desert by each side using their fastest and 
generally lightest armor. The supply columns were 
generally escorted by Fighting forces in the form of 
armor or at least anti-tank guns: 

British—Stuart \6 

Germans—Medium Tracks xIO 
250/1 x2 
50mm PAK x2 
Sd. Kfz. 7 xl 
88mm FLAK xl 
Pzkw TVe xl 

Set Up—Germans enter anywhere on east edge of the 
mapboard: move first. 

British enter anywhere on north and/or south edges. 

Special—Germans score two points extra for every 
truck successfully exited off west edge of board by end 
of game. 

FIREFIGHT E—‘APPROACH IN THE OPEN* 

One of the worst possible tasks to ask infantry' to 
perform was to assault enemy positions over open 
ground in daylight. Nevertheless, it often occurred; 
especially when enemy strength was unknown; 

British—All 1 First Platoon' units 
T mortar xl 
3" mortar x I 
Light Track x5 

Italian— Breda 37 MG xl 
20mm Breda xl 
Light Truck xT 

PLUS: * II/LM G" and ‘ 1 l/R* groups 

Hedgehog x4 
Weapon pil x2 

Set Up—Italians set up anywhere on one section of 
board, British enter same section from the south. 
British move first. 


FIREFIGHT F—‘NIGHT ASSAULT* 

A much better way of conducting frontal assaults w'as 
to conduct them at night, but in the desert this was 
very dangerous due to the lack of landmarks which 
could be seen by moonlight. To compensate for this, 
illumination was often provided in the form of artillery' 
or mortar star shells by both sides, 

British— {As in Firefight E) 

Italian—( As in Firefight E) 

Set Lip— tAs in Firefighi E) 

Special Night Rule-No unit may ever run. Maximum 
normal firing range for all weapons is 2 hexes at one- 
half normal firepower. The British player must dis¬ 
mount units at least four hexes from Italian positions. 
The 3" mortar may not fire HE but may fire star shells 
at any hex during any desired turn. When illuminated, 
units in the target hex and within a two hex radius of it 
may be fired upon at full rate. They may also fire at 
any enemy units within the two hex radius at full rate. 


FIREFIGHT G—‘NIGHT RECOVERY* 

When immobilized during a battle and not recovered 
immediately, vehicles were either recovered by 
friendly units, demolished by the enemy, or captured 
by him during darkness. Fierce, short fire fights often 
developed between opposing units doing the recovery 
or demolition work at night: 

British— { M-killed) Carriers x3 
ACV x2 

Light Truck xl (use as ACV) 

PLUS: AH + First Platoon* units 

Germans—(M-ki I led | 250/1 APC x3 
Sd Kfz. 7x2 

Medium Truck xl (L^sc as a Sd. Kfz. 7) 
PLUS; All * First Platoon 1 units 

(NOTE: AC V's may tow Carriers or 250/1 A PC'S and 
Sd. Kfz. 7*s may tow 250/1 or Carriers according to 
the rales at a maximum rale of one hex per turn.) 

Set Up—The three damaged Carriers are placed by 
the German player anywhere in one board section and 
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the three 250/ Ts by the British player in the same 
section. Recovery units enter the section anywhere 
along une edge^-eaeh player rolling one die to deter¬ 
mine which. A roll of I indicates north, 2 south, 3 
east, 4 west, 5 or 6 are rolled again. Germans move 
first. 

Special—Enemy vehicles demolished or completely 
hooked up for towing or being towed at the end of the 
game may be claimed as K-kills or captures respec¬ 
tively. Friendly vehicles not hooked up, with no 
undamaged friendly or undamaged enemy units in the 
same hex. may be claimed by the enemy at the end of 
the Finefight as M -kills. Any infantry unit may demol¬ 
ish an enemy vehicle simply by being alone in a hex 
with it for one turn without moving or firing. As in 
Firefight F* night conditions are assumed to be in 
effect. Any damage inflicted on enemy units during the 
game through combat accumulates points also. 

FIREFICHT H—'BUND APPROACH* 

In the desert* minefields were almost always marked 
by being encircled by one strand of barbed wire. At 
night, however, these markings could and often were 
missed with very bad results. This Fi refight simulates 
a platoon assault upon a reinforced section strong point 
at night, which causes the mines fo be hidden from 
view; 

British—All 'First Platoon* units 
Light Truck x5 

Germans— 1 1/1' infantry section 
MG34 MG xJ 
hedgehog x4 
minefields x8 
Weapon pit xl 

Set Up—Germans set up anywhere in one section 
with British entering anywhere along the south edge of 
the same section. British move first. 

Special—All night rules as In Firefight F are in effect. 
Germans may place minefield counters on board or 
may secretly record the location of as many as three 
minefield hexes, British must dismount at least four 
hexes from the nearest German unit as in Firefight F. 

FIREFICHT 1—'MUTUAL BOMBARDMENT* 

In the desert, opposing troops would sometimes be 
stalemated, Sudden, massive, buildups of artillery lire 
would then occur; 

British—AH 'First Platoon' units 
hedgehog x 10 
bunkers x4 
weapon pits x2 
minefield x6 
2" mortar x3 
3" mortars x2 

Olfboard; TWO 25 pdr. batteries; 

TWO 4.5" batteries 

Germans—All ' First Platoon' units 
hedghog xtO 
bunkers x2 
weapon pits x3 
minefield x6 
50mm mortar x2 
81mm mortars x3 

Offboard; THREE 105mm howitzer batteries 

Set Up—Both sides set up all units on one section, no 
more than [0 hexes apart. Germans set up first, British 
move first* 

Special—Remember—all possible rules apply including 
smoke shells at mutual player consent. The purpose of 
this Firefight is to determine which side can best use 
indirect fire, although an assault by one side or the 
Other is possible. No points are directly scored for 
counter-battery fires. 


FIREFIGHT J—'BATTERY OVERRUN' 

An artillery battery in the rear areas caught while 
deployed by an enemy armored breakthrough was in 
deep trouble. It could choose to hook up and retreat 
under fire, which was almost never successful* or it 
could stand in place and try to beat off the attack with 
armor-piercing ammunition: 

British—25 pdrs. x2 

75mm[f) x2 (treat as 25 pdrs.) 

Quads x2 

Medium Trucks x2 (treat as Quads) 

All 'First Platoon* units except section *1/3* 


Germans—Pzkw lllh x!0 

Set Up—British set up anywhere in section B. Ger¬ 
mans enter anywhere on south edge of section B; 
move first* 

Special—British artillery must not be hooked up or in 
process of hookup at start. Vehicles must be at least 
one hex away from weapon units. British score 3 
points for every undamaged Pzkw lllh which has not 
exited the board section along its north edge by the 
end of the game. 

FREE FORM SCENARIOS 

Obviously many fictitious engagements may be con¬ 
structed by players. When this is done, it is suggested 
that the Firefight Victory Point Table be used to 
evaluate their outcomes. Some general guidelines about 
each of the belligerents at Gazala are listed below 1 and 
should be followed if possible inasmuch as they were 
true for most of this phase of the desert war, 

British: 

—Armor was rarely committed in less than one troop 
(3 tanks) strength. 

—Tanks were often used without support, 

—Armored units were expected to charge enemy 
positions wherever possible, 

—Armored units were often composed of different 
kinds of tanks. 

—Specialized battlegroups were almost never created, 

—Infantry was usually without transport when in 
position. Carriers, however, were almost always avail¬ 
able, 

—Artillery support was available in units as small as 
one battery (called "troop'' by British) when available 
at all. The 25-pounder. 45\ and 155mm weapons were 
usually used together. 

German: 

—Armor w'as rarely committed in less than one 
platoon (5 tanks) strength, 

—Tanks were almost never used alone, mechanized 
infantry being the preferred companion. 

—Tank units avoided hard points of resistance and 
relied upon artillery to neutralize them. 

—Tank units were usually equipped with the same 
vehicle type* 

—Special combined arms units were often constructed 
around key weapons such as 88mm FLAK and Pzkw 
llij Specials. 

—Infantry was rarely without immediate transport 
available; trucks or A PC's, 

—Artillery support was more often available than in 
[he case of the British and usually in at least three 
batteries in strength. The H)5mm howitzers and 150mm 
howitzers were usually available to any attack or 
defense with 105mm guns, 150mm guns and captured 
25 pounder batteries reserved for special fire requests, 
Italian; 

—Armor was rarely committed in less than one 
platoon (5 tanks) sirength. 


—Tank units were often committed unsupported. 

—Tank units rarely charged enemy positions of any 

kind. 

lank units usually were equipped with the same 
vehicle type, 

—Infantry was almost always without transport. 

—Artillery support of any kind was available only to 
the most organized attacks or defenses. When availa¬ 
ble. units as small as one battery could provide 
support. When available at all, both 105 howitzers and 
149mm guns were used together. 


VICTORY POIhfT TABLE: 



K-kill 




(vehicles) 

or 

destruction 


Capture/ 

Surrender 


M- or 

(Not F- 

Unit Type 

British 

(personnel) 

F-kill 

killedj 

Stuart 

12 

4 

E2 

Crusader (and CS) 

14 

4 

16 

Grant 

24 

5 

30 

Valentine 

20 

4 

22 

Matilda 

20 

4 

22 

Carrier 

4 

2 

8 

Quad 

3 

2 

6 

ACV 

4 

2 

8 

Light Truck 

2 

l 

4 

T Mortar 


3 

5 

y Mortar 

— 

6 

10 

Vickers MG 

— 

6 

8 

Boys ATR 

— 

2 

4 

2 pdr. ATG 

— 

5 

10 

Bofors A A 

— 

7 

14 

6 pdr. ATG 

— 

1 

16 

75mm (F) ATG 

— 

5 

12 

25 pdr. Artillery 

— 

8 

16 

FO 

3 

— 

3 

HQ group 

2 

— 

2 

Infantry' section 

5 

— 

3 

CREW 

3 

— 

2 

German 

Pzkw lllh 

20 

3 

20 

Pzkw llij 

28 

3 

35 

Pzkw lVe 

14 

3 

14 

Mareier 

16 

3 

16 

251/1 

6 

2 

6 

250/1 

4 

2 

4 

$d, Kfz. 7 

3 

2 

3 

Suika 

10 

.— 

— 

Staff Car 

2 

1 

2 

Light Truck 

2 

1 

2 

Medium Truck 

3 

2 

3 

50mm Mortar 

— 

3 

4 

8(mm Mortar 

— 

7 

9 

MG34 MG 

— 

4 

5 

7.92mm ATR 

— 

2 

4 

28/20 PAK 

— 

5 

15 

50mm PAR 

— 

7 

15 

75mm L.IG 

— 

7 

12 

88mm FLAK 

— 

10 

24 

FO 

4 

— 

4 

HQ group 

2 

— 

2 

Infantry section 

6 

— 

4 

CREW 

4 

— 

3 

1 Italian 

1 M13/40 

12 

4 

12 

Semovenie 

10 

4 

10 

45mm Mortar 

— 

2 

3 

81 mm Mortar 

— 

9 

11 

Breda 37 MG 

— 

4 

6 

20mm Breda 

— 

5 

ED 

47mm ATG 

— 

6 

12 

FO 

2 

— 

2 

HQ group 

2 

— 

2 

Rifle group 

3 

— 

2 

LMG group 

4 

— 

2 

CREW 

3 

— 

2 
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Bel^e 1940 



by Joseph A, Angiolillo, Jr, 

Joseph Angiolillo is a familiar name to bargain¬ 
ers who still remember the dark days of warganting 
hack in 1965-67 when the only alternatives to the 
GENERAL were spirit master club magazines. One 
of these , Tactics & Variants, h-os widely read hr the 
hard corps of that era. Joe , returning to war games 
from a vacation of women and higher education, 
was one of its very best contributors. Joe and his 
Connecticut cronies wasted no time in regaining 
top-notch form —raftmg 1st place honors in three of 
the 1973 summer conventions. 

The game presented here was play tested 7 times 
at those cons and received widespread 
commendation—many asking to photocopy the OB 
for their own use. Basically, what Joe has done is to 
take advantage of the fact that the Ardennes was the 
scene of two battles—not just one—and is adapting 
a portion of the France, 1940 situation into a 
scenario utilizing the Bulge maphoard and rules , 
The net effect is a new game showing you what could 
have happened had France *40 been designed along 
earlier lines and on a different scale. 

There has always been interest in World War II 
amongst wargamers. Of the 2b war game titles 
published by Avalon Hill 14 have been about a 
World War 11 campaign or battle. Naturally, certain 
armies, campaigns, nationalities, and even regions 
of the world seem more interesting than others. 
Certain generals possess more charisma than others; 
certain armies possess better tactics and doctrine 
than others; certain areas of the world are more 
challenging than others. 

One of t he most i nteresti ng areas in Europe is the 
Ardennes forest in Belgium. Not one, but two 
important World War II battles took place over this 
green, forested, hilly. New England-type terrain. In 
May, 1940 the Germans smashed French and 
Belgian defense positions during the Sedan break¬ 
through. They raced to the Channel surrounding the 
Northern Allied Armies, As a result, France fell; 
Belgium fell; the Netherlands fell: and Britain 
escaped by the skin of her teeth at Dunkirk. 

In 1944 the Germans attempted to destroy the 
Americans in the same way. The result was the 
Battle of the Bulge, There are many reasons why the 
Germans failed in their objective of Antwerp in 
1944: loss of air superiority; loss of fuel; loss of 
mobile superiority; loss of firepower: loss of a 
veteran regular army. These are only a few reasons. 
But the reasons the Germans failed in 1944 and did 
not fail in 1940 is the topic for another article. 

Needless to say, Avalon Hill capitalized on 
public interest in the Ardennes. Battle of the Bulge 
and France 1940 are both excellent games about the 
Ardennes. Bulge fa probahlv more popular and 
playable. I prefer Bulge to France 1940 * but many 
wargamers are of the opposite opinion. 

Bulge is a regimental level, advance after 
combat, game which emphasizes playability and 
balance. Many articles have been written on the 
historical inaccuracies in order of battle of the 
armies and terrain features on the map board. In 
spite of these criticisms, Bulge has not lost its 
popularity, (See the numerous popularity polls 
published in Strategy arid Tactics magazine.) 

France 1940 * on the oilier hand, is more oriented 
toward historical simulation. It is a divisional and 
corps level double impulse game with numerous 
“what iP scenarios built in. Since the French 
actually lost in 1940 and the game emphasizes 
historical simulation, the French are the underdogs 
before the first die is east. 


France 1940 and Battle of the Bulge offer end less 
possibilities to game designers. Variants have been 
designed tor Bulge and scenarios arc included in the 
France 1940 rules. Little work has been done, 
however, on designing a scenario for Bulge . 

SEDAN BREAKTHROUGH SCENARIO 

What is the difference? Isn't a scenario the same 
thing as a vartam? Or js t here a difference? Lefs look 
at some definitions. 

A variant changes game mechanics, A designer 
could vary the order of battle, the combat factors 
and combat system* the terrain, the CRT and even 
the rules. But he does not touch the title! Battle of 
the Bulge variants are always about the Battle of the 
Bulge, 

A scenario is just the opposite. The game design 
is kept intact and another situation is played on the 
same maphoard. Only minor rule variations are 
made due to the nature of the campaign. Changes 
are normally made in the units because the designer 
is dealing with a different battle. 

In designing a Sedan Breakthrough scenario for 
Battle of the Bulge a designer should first analyze 
the campaign. He should then study the composi¬ 
tion of the forces involved and when they arrived. 
Their combat factors and movement factors must 
conform to the original designer's specifications. In 
Battle of the Bulge, divisional artillery is allocated to 
the combat regiments and air superiority is included 
as TAC factors and or SAC attacks. Naturally, the 
final touches arc added during play testing. Playabil¬ 
ity and balance are added during this stage. 

MAY 10, 1940 

World War II began with a bang. Poland fell in 
one month while the French skirmished with the 
Germans along the West Wall. The French called 
this demonstration the Saar Offensive, (f it were 
properly executed Germany’s military defense 
system could have been severely damaged. Germany 
had only 40 weak divisions facing the French (12 
wave I infantry divisions* 9 wave II infantry 
divisions, J1 wave 111 infantry divisions* and 8 wave 
IV infantry divisions)* France had 70 divisions on 
her eastern border (3 light mechanized* 3 cavalry* 7 


active motorized infantry divisions* 2t active 
infantry divisions, 8 mountain divisions* 12 A 
reserve infantry divisions, and M B reserve infantry 
divisions). Admittedly a few divisions faced Italy* 
but most of France's firepower faced Germany. 

During the winter the situation reversed. 
Germany gained the upper hand. Veteran divisions 
from the Polish campaign moved to the West Wall. 
Germany created numerous reserve divisions* 
expanded other formations* and increased her 
armored force by transforming four light divisions 
into panzer divisions. In the meantime, the French 
did little to improve their situation. The BEF 
arrived and a few new French divisions were 
created* but the Allies did not learn the lesson of the 
Polish Campaign. Combined arms could be 
staggering offensive weapon. The Allies held onto 
their World War l ideas and stayed on the defensive. 

During this period, called the “Phony War" by 
historians, Germany improved her situation in the 
West to such a degree that she had more divisions on 
the field than the combined armies of Britain, 
France, Belgium* and The Netherlands, Tactically* 
and in terms of experience, doctrine* and firepower 
the German divisions were much superior to their 
Allied counterparts. 

When the Germans finally did attack they 
launched their offensive ut ilizing mass, mobility and 
surprise. In addition, the Germans out-generated 
the Allies by attacking where il was least expected, 
in the Ardennes. 

Heinz Guderian, veteran panzertruppe com¬ 
mander of the Polish campaign commanded the 
XIX corps (1st, 2nd, IOth Panzer divisions and the 
Grossdeutschland Motorized Infantry regiment). 
11 oth commanded the X V corps (5th a nd 7th Panzer 
divisions). They were followed by numerous 
infantry formations, including 3 motorized infantry 
divisions. 

Of the divisional commanders undoubtedly the 
most talented was Irwin Rommel, commander of 
the 7th Panzer division. He would become most 
famous for his role in the African Campaign, but 
even in the Ardennes he exhibited exceptional 
talenLs. His division was the first to cross the Meuse 
at Dinant, And he faced the only real counteroffer 
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sive that was launched by the French along the 
Mease. 


ARDENNES: MAY 10 

In the morning Rommel's 7th Panzer division 
crossed The Luxembourg frontier and engaged the 
first Belgian units at Montleban, ( he 3rd Chasseurs 
Ardennais was wiped out and Chabreleix was in 
Rommel's hands by the end of the day. 

On the left, in Guderian's front, I he 1st Panzer 
skirmished with the 1st Chasseurs Ardennais at 
Martlciangc w'hile the IOth Panzer drove the 2nd 
Cavalry back to Jamoigne. 


The French reacted by advancing their cavalry 
to the Marche-Neufchateau line. Unfortunately, 
they could proceed no further. The Belgians had 
booby trapped the roads with demolitions. They 
expected to slow down the Germans but only 
delayed French reinforcements. 

In the North the French 4th and 1st Cavalry 
divisions reached Marche and the L'Homme line by 
evening. They deployed along the Ourtlie River, 
expecting to gain time for the advancing French 
infantry. Behind this screen the French 9th and 1st 
Armies raced to the Meuse, The French 5th 
M o t o r i zed I n fa nt ry division wo u Id ha ve n o trouble 



GERMAN DIVISIONS - ESTABLISHED STRENGTHS 


DIVISION 

WEAPONS 

COMMENTS 

STRENGTH 

[oh 

30pzl, IOOp/11. SOpzIll, 56pi(V, 56a c 

263lmy, 57mg, 3QJm, 24mm, 65atg, 
lOJtg 27mfg, 1 2htg 


32“ 

fob 

30pzl, lOQp/ll, sqpilll, 56pzJV, 5Sac 

26 31 mg, 49m g. 301m, 18mm, 65aig, 
lOitg. 27m1g. 12hlg 


32“ 

[sis 

140p.il. IIOpzIi, SOpxlll, 24pzlV, 56ac 

357lmg, 60mg. 39lm. 18mm, 65atg, 
iSllg, 27mfg, I2hfg 


29“ 

(el. 

lOpzl, 40pzn, 36pdll, 132p*35t, 56ac 

334|mg, 6lmg, 39lm. 18mm, 65eig, 

I2lfg. 27mfg, 1 2hfg 


28“ 

leb 

lOpzl, 40pzll, 36pzlll. 132pz33t. 56ac 

395img. 60mg, 4Slm, 24mm, 68atg, 

1 2lfg, 27mfg,12hfa 


28“ 

11 

leb 

lOpzl, 40pzll, 36pzlll, T32p^38t, 56ac 

3591 mg, 60mg, 391m, ISmrTi, S5gtg, 
lOlfg, 27mfg, 1 2hfg 


28“ 


30pzl, 10OpzIl, SOpzIH. S6pz1V. SSac 

215lmg, 44mg, 271m, 18mm, 65aig. 

1 Rlfn 77m #n Ufoir i 


32“ 


tciiTy, z f miy.. iznig 
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1 21lmg, 50m g. 27lm, 24mm, 12l&tg, 

36atg, 16Ifg, 24mfg. 8hfg, 24ac 


17 ,s 





[Sb & 
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2901 mg, 124mg, 751m, 18mm, 12latg, 

72aig, 41fg. 3Smfg. I2htg 

73% active, 12% reservel, 

6% reservel I, 4% landwehr 

25 12 

[X]i6 Dxjn 

iSln 



|§]« Cxb s 

[^27 



Ex] 32 

31?lmg, I24mg, 751” , 18 mm, I2latg, 

72atg. 4kfg, 36mlg, l2hfg 

78% active, 12% reserval, 

6% reserveII, 4% landwehr 

25 22 

£><]■ [X]28 

30Slmg, 128mg, 781m, ISmm, I2la[g, 

75aty, 6llg, 36mfg, I2hfg 

78% active, 12% reserve!, 

6% resarvell, 4% landwehr 

26“ 

iS« cSw 

269lmg r I06mg, 721m, 12lstg, 38ety, 

36m Tg, 12hfg 

6% active, 83% reserve 1. 

6% reserveII, 3% landwehr 

24 21 

Cxfcn 

269lmg, IQSrng, 721m, I2latg, 36atg. 

36m1g, l2hfg 

mgs were obsolete WWI models: 

1 2% re serve 1, 46% reservell, 

42% landwehr 

14 12 

[x]«l Cx]263 

[X]267 

. 269lmg. IQ6mg. 721m. I2latg, 36atg. 

[ 36rrTtg, 12hfg 

mg's were obsolete WWI models. 
9% active, 21% reservel, 

46% reserved, 24% landwehr 

18“ 

£|1 

2901mg. I24mg, 751m, 18mm, 12lalg, 

40lfg. 1 2 mfg 


11 10 

KEY 

Img—light machineguns, mg—machineguns, Im—light mortars, mm—medium mortars, latg—light anti-tank guns, atg—anti¬ 
tank guns, ifg—light field guns, mfg- medium held guns, htg— heavy field guns, ac—armored gars. pzl—panzer 1 tanks, 
panzer 11 tanks, pzlll— panzer 111 tanks, pilV panzer ignks, pz35i—panzer 35t tanks. pr38i -pans# 38t tnnks, amd-amd 
armored cars, amr—amr armored cars, h39—hotchkiss 3S or 33 tanks, s35—somua 3b tanks, bl—b 1 heavy tanks, m/hfg 

medium or heavy field guns. 



Strength large number-full stength combat factor: small number—estimated strength for the campaign, small parenthesis 
number beside the division- adjusted combat strength due to campaign perforin a non 


getting into position, but the fool troops would have 
to force march to arrive on time, 

Gamelin held back his most powerful reserves. 
They were either too far north with the BEF or not 
yet committed, 

ARDENNES: MAY 11 

On the 3 Ith Rommel's Reconnaissance battali¬ 
on crossed the Ourthe in the morning encountering 
resistance from French cavalry at Marche, Before 
assaulting the position, Rommel a w aited news from 
the 5th Panzer. A few hours later it reached Holton 
and attacked the 4th French Cavalry division, 

Guderian's forces rapidly advanced along the 
Neulchateau road. Aided by numerous stuka 
attacks, Guderian’s Panzers decimated the 3th 
French Cavalry divisional Neufehateau and l tbra- 
mont. 

Responding to the rapid German advance, other 
French Cavalry formations destroyed hridges and 
set up road blocks in the Sedan area. But this 
strategy was not delaying the Germans at all. In 
desperation the French fell hack to a line east of 
Longwy. Ninth army sent in its reserves to stiffen the 
line. Possibly this new position w^ould hold 

ARDENNES: MAY 12 

In the north Rommelwas ahead of schedule. His 
pursuance of the French 1st Cavalry division 
brought him to Dinant by nightfall Leading 
elements of the 5 th Panzer division were transferred 
to Rommel but the main body was far hehind. After 
dusk reconnaissance groups probed the Meuse, 
looking for an opening. Hopefully the quick 
advance would force a gap in the French line 



€ 



Sanation May 12th 


In the south Gtiderian got lucky. The French 3rd 
Spuhis brigade missed its assignment and left the 
Mouvais ford undefended. The 1st Panzer division 
took advantage of the error and flanked the French 
5th Cavalry division, compelling it to retreat to the 
forts on the frontier. By noon Germans were in St, 
Menges, only a few miles from Sedan. An advancing 
French Infantry regiment was scattered and then 
smashed by German Panzers. Only 300 men made it 
to the French lines that night. 
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FRENCH DIVISIONS - ESTABLISHED STRENGTHS 


DIVISION 


WEAPONS 

STRENGTH 
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17 

£x> {5) !§ 
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16 
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72mcj, 36mm, SBlatg. 36lfg, l2mfg. 

12bfg 

16 



The French reacted with stopgap measures. By 
noon the Ninth Army HQ was in alarm. General 
Georges at G HQ was asked to send another division 
for support. The line against Guderian would not 
hold, Finally he sent the 3rd Armored division and 
the 3rd Motorized Infantry division to the from. 

Near Dinam the French sappers blew the Meuse 
bridges. Allied signals were crossed. The Belgians 
didn't bring all the barges and boats across the river. 
They assumed Ihe French would. And the French 
failed to fortify the Meuse. They assumed the 
Belgians would. In the meantime French infantry 
was still marching to garrison the Meuse River, 

THE MEUSE; MAY 13 

In the Pinant area elements of Rommel's 
division crossed the Meuse in rubber boats but were 
ambushed by French Infantry hiding in the hushes. 
Rommel quickly brought up his heaviest tanks for 
covering fire and the bridgehead held. Luckily for 
Rommel the left bunk of the Meuse rises several 
hundred feet above the river and French gunners 
could not see the approaching Germans, 

This term in is not included on the Bulge board 
hut from Dinam northward the Meuse is only 
penetrable in a few isolated regions. Under cover of 
the cliffs Rommel built a heavy bridge at Houx. 

In Guderiun's front German vehicles surprised 
the French at Sedan Sporadic French barrages 
slowed down the Panzers but there was so little 
ammunition and transport that the French had to 
silence their guns. 

In the air Ihe Germans utilized their superiority. 
The Luftwaffe bombed Sedan causing the city to 
catch Lire. The air force also hit the French reserves 
in the rear areas delaying their arrival. Later it 
launched a massive attack against the Meuse with 
bombers and dive bombers covering German 
infantry crossing the Meuse (elements of the 1st 
Panzer and GD Motorized Infantry regiment). 

The French 9th Army HQ was staggered by the 
news of Germans crossing the Meuse at Dinam, It 
ordered the 1 29th Reg imem to counterattack. T he 
Regiment was ripped to pieces by German bombers. 
Later 9lh Army dispatched Hotchkiss tanks to 
crush Rommel's weak bridgehead. The 5th Motor¬ 
ized. ordered to support the attack, was not ready. 
The Hotchkiss squadrons attacked, hut without 
infantry support they could not hold the territory 
they gained. 

Against Guderian, 9th Army ordered two 
infantry regiments, two tank battalions, and the 
corps artillery to counterattack. Slow assembly 
postponed the attack indefinitely. 


THE 1940 BULGE SCENARIO 

Using the Bulge board, rules, and CRT you only 
need new- units and a few rule modifications to 
recreate the 1940 situation in the Ardennes, 

Based on analysis of the campaign, three things 
would have hurt the German chances to surround 
the Northern Allied Armies: either a slow break¬ 
through. loo small of a breakthrough, or too many 
losses in motorized troops* As a result the following 
victory conditions are utilized for the scenario: 

To win the game the Germans must meet all 
three of the following victory conditions. Any other 
result is an Allied victory. I) Hold any two of the 
cities; Namur, Dinant. and Sedan at the end of the 
game (lurn 10) with an uncut route along the road to 
the east edge of the board. (N o All icd unit can have a 
zone of control along the route traced by the 
Germans,) For purposes of attacking Sedan, the 


Germans may use the two adjacent partial hexag¬ 
ons. 2) Exit 70 mechanized factors off the west 
and/or south edge of the board (A through 1 
inclusive). 3) Lose no more than 25 mechanized 
factors during the game. The game lasts 10 turns. 

Other rule modifications based on analysis of 
the campaign include surprise, movement bonus, 
and air superiority. Thus. Allied units have 
restricted movement on the first turn. Because of the 
surprise and lime for orders to come down from 
headquarters, only Belgian motorized units may 
move on turn I and only at a rate of 3 movement 
points. Ail other Allied units may not move on the 
first turn. 

Infantry and artillery only double their move¬ 
ment on roads. Cavalry triple their movement. 
Mechanized forces move five times as fasten roads. 


THE MEUSE; MAY 14 

In both Dinant and Sedan the Germans needed 
infantry support. It quickly arrived in the form of 
motorized and regular infantry divisions. Now the 
Germans could widen their breakthrough and head 
for the Channel Guderian wheeled westward with 
the 1st and 2nd Panzer divisions, capturing bridges 
all along the river. In the north German infantry 
crashed through the defenses of the French 22nd 
Infancy division and the Panzers streamed for¬ 
ward. 

There were only a low resources left to the 
French. In the north the 4th North African and 
advancing 1st Armored divisions were thrown in as 
stopgap measures but half the tanks were out of gas. 
The units arrived piecemeal which further weak¬ 
ened their holding and attacking powers. 

In the Sedan area the 3rd Armored and pan of 
the 3rd Motorized division were ordered to attack. 
Most of the tanks had already dispersed amongst 
the infantry. The attack was next to useless. 
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This foriress at Namur might well have been a tough nut to crack 
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The Germans have 32 TAC factors for the entire 
game. The Allies have 2 TAC factors. In addition 
the German medium bombers can Immobilize up to 
7 Allied mechanized units at the rale of I per turn 
after the first turn. Allied mechanized units can only 
be immobilized in clear terrain or river hexagons, 
not city, woods, or rough terrain. The immobilized 
units are only immobilized for I turn. Due to air 
superiority German units can attack out of supply 
range. 

COMBAT AND MOVEMENT FACTORS 

Now that we have the rule modifications, what 
about the combat and movement factors. Combat 
factors lor the scenario units should be based on 
firepower (killing ability of weapons) and staying 
power (number of men in a unit and its armor), 
These two components were the most important 
considerations in small arms actions in World War 
U, True, you need to consider other factors such as 
leadership and tactical doctrine, but these can be 
built into the rules. 

An expanded formula was developed based on a 
well placed machine gun as 1 factor. The following 
weapons would have the following factors: IV J = U 
IV II = 1.5, P 7 Ml = 5. P7 IV = 7.5, Pz38 = 3, FT 17 = 

I J. R 35 = 2. H 39 = 5, S 35 = 8, B I = 10, 25-47mm 
AT gun - 2,40-50mm mortar - I, HGinm mortar -2, 
75mm gun 7, 88-105mm gun J 40, 150-155mm gun 
= 60, and si uka = 10. 

Similarly movement is based on both training 
manuals and actual performance. Usually the 
movement of a unit is based on its slowest 
component. In mechanized forces this is often 
towed artillery and or motorized infantry which 
takes time to deploy. Sample movement factors 
would be; Pz 11 LI V = 8, IV 38 and S 35 = 6, Pz l, IT 

II 39. motorized infantry and towed artillery = 5. B I 
= 4, and R 33 = 3. Foot troops, even in a forced 
march, would move much slower. 


UNIT ORGANIZATIONS 

Bulge stresses uniform formations with varia¬ 
tions found in the strengths of the mechanized 
forces. This fact must be included in our 1940 
scenario units. 


Normally, German active divisions included 
more heavy artillery than their French counterparts. 
They include 3 K-3V French active divisions would 
include 3 6-3 regiments. AH reserve divisions would 
include 3 4-3 regiments. French armor (DCR) had 
10-5 and 12-4 demi-brigades. French light mechan¬ 
ized divisions (DIM) bad a 12-5 armor brigade.4-5 
reconnaissance brigade, and a 4-5 motorized 
infantry regiment. A French Cavalry division 
(DLC) Included a 7-3 Cavalry brigade and a 1-5 
motorized infantry brigade. German Panzer forma¬ 
tions varied. 


But we must consider the real units, not their 
paper strength specifications, f he French had more 
varied organizations than the Germans. For 
example, the 148th Fortress regiment was partially 
active and included all the artillery of the 53rd 
Infantry division. The 77th regiment had 4 lorried 
infantry battalions and all of the divisional 75 Y 
66th and 125th regiments each had their regular 
infantry component plus half the heavy artillery of 
the division. The 208th regiment was reinforced for 
attack by the 4th arid 7th tank baitalions, The 
powerful 6m regiment had half the divisional 
artillery. 
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READERS RESPONSE 




COLLECTORS MARKET 


BLITZKRIEG RULES 

We arc now taking orders Tor the revised 
second edition rules for Blitzkrieg, More thanjust 
a clarification and correction of old rules, the new 
rulebook makes an entirely new game out of this 
old favorite. Gone are the unrealistic and 
loop hole-ridden air rules of the past. Blitzkrieg 
now boasts the most realistic set of air-to-ground 
combat rules in existance. No more static 
‘"Sitzkriegs'' in the middle of the board the blitz 
fa really put back into Blitzkrieg under the new 
rales making he who hesitates truly lost. 
Renowned game player Dave Rcherts used all his 
expertise and skill over the past year to perfect the 
rules for this old favorite and update it to today's 
high standards in game design. 

Here's jusl a sampling of what the new rules 
offer: 

* A Basic Game even 1 bit as challenging and 
playable as the old classics 

* Realistic stacking rules which really put 
the Blitz hack in the Krieg 

* Two square range for Breakthrough 
artillery and special Barrage tables 

* Armor impervious to infantry ZOC 

* 15 turn game limit which ends the all 
night marathons 

* Strategic Movement 

* Greatly simplified and improved supply 
system 

* Hidden Movement Option 

* Best air combat system ever 

* Strategic bombing of crucial industries 

* Naval Ascendancy rules 

* Ambiguity free! (wc hope) 

We cannot recommend this official rules 
revision too h ighly. All current owners of the game 
owe It to thehtselves to update their sets and get 
some real enjoyment out of Blitzkrieg, You can 
update your game by ordering just the rules 
although we suggest you also order the new CRT 


card. 

2nd Edition Rules of Play--— 1.25 

Revised CRT card ., *.. .25 


‘Plus the usual shipping charges. 


PBM EQUIPMENT 

Tired of playing solitaire or humiliating 
the same opponent day after day? You may 
be good in your game room but what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by mail! PBM is an 
easy-to learn and convenient-to-use system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat? PBM is an 
entirely different experience from face to 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna- 
ments held regularly for Avalon Hid games. 

Each kit sells for $4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, Including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 


Wanted: Volume 9. No. 3* Volume 10. Ntl. 4, only 
original copy please. $2.50 each. First come first 
served. William Rom, 1952 Dwight Avenue. 
Camarillo, CA 93010___ 

Want to buy Guad. or 1914, Best offer will be 
considered, l ike better in good condition, PBM 
Wat. Have kit, Pm Napoleon. Yves Lagimomere, 
1060 Avc. FJlingham, UwaL Quebec, H7W4C2 

Wanted; VoE 10, No. 6, of the General with 

Guadalcanal pieces. Will pay good price and 
postage. Original only, no xerox please, Michael D. 
Madden. 644 Briar Rd.. Wauconda, IL 60084, (3 12) 
526-7090 _ 

Will trade xerox of mint Jutland for xerox oi mint 
games or fair originals of nut of print games. Need 
pbm ftf lot 16 games, Jeff Marshall, 804 Jackson 
Blvd. Bel Air, MD 21014, 879-1048 _ 

Must get Bismarck in good eond, lor reasonable 

price. Bill Baumann. 6504 Devonshire. St, Louis, 
MG 63109, 11-2-6046 

Wanted? Rism. for $15, Also VoL 10. No, 3 of 

General w ith 1 eyle Gulf pieces for $3, original only. 
Ftf 3R, Pan. DLL Blitz, and Mid. frank Kump 3321 
Oxford Ave- St. Louis, MO 63143, 644-4951 

Wanted: Vol 10, No. 3 of General with Leyte Gulf 

pieces. 1914. Quad.. Civil War. and original An/io. 
Musl he ex. eond. Joel Anderson. Box 54, Buffalo 
Lake, YIN 55314, 6]2-833-21 OH __ 

Will auction 1914, take highest hid over S30.00 
before Oct. 75. Wish to ftf or pbpany AH game, but 
cannot travel. Wish lo huvGuad. David Caulton. 84 
Deer Path. Princeton. NJ 08540. 1609) 921-2726 
Would like to trade complete “Civil War” for 

"Bismarck 11 in similar condition. All letters an¬ 
swered. John S. MaLaska. Jr, 6A 2115 Aldrin Rd., 
Ocean. NJ 07712 (20P 542-2879___ 

Want Guad. and 1914. Name price and condition. 
All letters answered. Si Coley, 905 Kenmore Rd,, 
Chapel Hill, NC 27514 942-5821 _ 

Will trade excellent Blitz, and 3R for 1914. Mike 

Worcester. 633 Denison Ave., Elyria. OH 44035 
Flf AK, Blitz., Jut., Mid,. Pan.. RW., Grad , I AC., 

Chancellorsville. I am 13. Need Vol. 10, No, 3 of 
General with Leyte Gulf pieces. Good condition. 
Mac Weathers, Commerce St, Loretto, I N 38469 
(615) 853-6481 __ 

Wanted: old Generals. Send price lists. Good 
quality reproductions acceptable. Must be com¬ 
plete. M.C. Rasmussen, 1616 Royal Crest, No. 
203 Austin. TX 78741 441-7285 __ 

Want 1914 in good shape. Will pay a good price. 

Please contact, Also looking for ftf opponent for 
Wat.. Getu RW. Age of J3. Kipp Rvan, 1424 
Pamela St.. Hurst, TX 76053 282-1997 ~ _ 

For Sale: 196! Chancellorsville, mint condition 

except one bridge missing. Best oiler. I will pay 
postage. All mail answered, Carl Hoffman. Box 
358 I, University. AL 35486 (219) 348-5319 

Sale: Bismarck and Lull, hit record pads; 50 games 

for $2 00. 1 hey are offset primed and are as good as 
originals. First come, first served, Steve Carey, 1323 
Blossom. Glendale. CA 91201, 242-5268 
Lor Sale: An/io mint condition. Never used. 

Nothing missing. $12.00 or trade Anzio for your 
3914. Also good condition. Send offers or condition 
of game. Scott Petersen. 921 Crlnella. Pet a Ionia. 
CA 94952 762-0328 _ 

I OR SALE: B-marck, absolutely untouched 

components, Box in very good eond. Recently store 
bought. Will accept any bids over $20,00. Hurry! 
Offer won't last long. Robert Ryder, 617 N, 
Richland Road. San Marcos, CA 92069 744-1221 
Will game-master PBM Grig. $2,00 Tor General 

subscribers, more lor side wished. Selling or trading 
old Jut, SASE and 10c for info. No calls please, 
Steven Mizuno. 2326 W, 236 PL, lorrance, CA 
90501, 325-6568_ 

Averg, gamer age 26 wants pbm for AK. LLJFT, 
Ml IX RW, 1776, GRAD, or WAT. Will sell original 
JUT played once lor $15 including postage. L. R. 


Parker, 22136 Ave, Morelos. Woodland Hills, CA 
91364__ 

For Sale: Guad. 1914, Jut, all in good to exc. 
condition. Best offers. All letters answered. Bob 
Karn. 95 Fern cl iff Dr, W. Hartford. CT 06117 203- 
233-8936 ___ 

I or Sale: brand new 1914. best offer over Si5, Also 

trade Lull, for Alex. George Butler, 3915 Ferrarra 
St.. Jacksonville, FL 32217. 733-3306 _ 

Wish to sell Jutland for SI 1.25’. No pieces missing in 

excellent condition. Also 1914 goes to highest 
bidder. Jim St anger, 432 Root St.. Park Ridge, IL. 
60068 692-3241 _ 

For Sale: Bismarck (very good eond., $20). Hex 

GetL 1 1 air eond., all units, $25), old Jut (store 
eond.. £15) David Bo tiger, 149 W, Catalpa Dr.. 
Mishawaka, IN 46544 (219) 255-1860 _ 

Wargumer mm Pacifist, All uargames musl go, 

including An/io, 1st edition $7.00. Original Jutland 
$7,00, 1914 $7,01). Philip Haase, 4302 I■ountain- 
Kleau Dr. New Orleans. LA 7UI25 (504) 866-2460 
Will sell or trade (2-Boat. No unused pads. Will also 

PBM Pan, B-krieg. BIX AK, JR. Your kits for last 
t h rce, A m 13 yea rs old. AI s o see k i ng ft f o p po ne nt s. 
Pete Adkison. 715 Hiekery. Newilnno. LA 7146! 
318-238-0922 _ 

For Sale: General-back issues. I have 17 different 

issues which are out of print, $2,00 each. Send for 
list or make inquiries or offers. M ichael Keller. 3 702 
Meadow Court. Baltimore, MD 21207, 265-6374 

For Sale; orig. Jut., mint condition $12 ppd. Barry 

H. Jacobs, 717 Centre St., Newton, MA 02158 

For Sale: Guad. original Jut. $12 each. Good 

condition. Extra score sheets in each. Enclose LOc 
stamp with order for return il games already sold, 

1 ho mas Slazas, 14520 Flanders, Detroit. Ml 48205 
526-3422 _ 

Mint eond. [914, counters still unpunchcd $16,50, 

Leonard Hourvitz, 11 70 Brmrcliffe. F lint. Ml 48504 
732-7801 _ 

For Sale: Mint U-Boat $18.00. old BBsi $6.00, old 

Jml, $13.00. old Anzio $12.00. Guad, $15.00, mint 
1914 $15.00. All excellent to mint. JeffOgger, 1183 
Wood no 11 l)r., Flint. Ml 48507 (313) 738-2752 
For Sale: 1914 $15.00 in very good condition, Dave 

Kosidskw 26958 Havelock Dr. Dearborn Hts. Ml 
48127 (313 ) 278-2913 __ 

For Sale: Guad.. Jut, (old) both store eond. S 15.00 

each. Am willing also to trade, send trade if have 
one. Brad Boland. 413 Madison, G.P. Ml 48236 
886-8138 _ 

For Sale: 2 Guad, games in brand new (never used) 

condition $20 each, Also Jut. in excellent condition 
SI2.00. Keith Vine. 523 Austin Ave,, Barrington, 
N.J. 0H0Q7 547-2979 __ 

For Sale: 1914 and Guad. Both in good condition 

Want $17.00 each. I will pay postage. Also 
interested in a trade for Civil War, Harley M, 
Fletcher. CSC3 64 ARMOR, APO NY 09702 

For Sale: Guad.. B-Marck. Guad. in excellent 

condition. B-Marck in average, Guad $16 & up. R- 
Marck $15 and up. I pav postage. Butch Schorz 
man, 537 SI I4th-D. Hillsboro, OR 97123 648-9378 

For Sale: Bismarck; Dispatcher, Guad. C&O B&O* 

orig. Jut. Want: Lenta ns. Air Empire, Civil War. 
SSAE for details. Dennis Fitzgerald, 8319 Loretto 
Ave., Phi la. PA 19152 __ 

For Sale: 1914, send bids starting at $ 10,00. Highest 

hv 9 20 gets. Game is in good condition. Jon 
Thatcher, 1012 Battery I n, Nashville, I N 37220 
298-3747 _^ __ 

For Sale: out of prim issues Vol. It), nos. I & 6 of the 
‘General. 11 Also would tike ftf for most All games. 
Kevin Rushforth. 3 152 Sherwood Drive. Kuysville, 
U T 84U37 (801) 766-0036 _ r 

For Sale: original Anzio, S10: 1914, Guad, Bis¬ 

marck (minus rules folder) $ 15 each. All in excellent 
condition, you pay postage. Rick Kurtz, 315 Robert 
Ave., Richland. WA. 99352 9454)988 
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READER BUYER’S GUIDE 

TITLE: ANZIO $8.00 

Div, Rcg't, Bde, and Bn level game of 
the Italian Campaign 43-45 

INSTRUCTIONS^ R ytif al J catEgor i es bv placing a 
number ranging bom 1 through 9 in the ap¬ 
propriate spaces to the right (1 equating excel 
lent; 5'average: and 9-terribte). EXCEPTION: 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded in 10-minute incra- 
l merits. EXAMPLE: If you've found that it takes 
| two and a half hours to play PRANCE 1940, you 
J would give it a GAME LENGTH rating of "15.” 
Participate In these reviews only if you are 
familiar with the game in question, 

l r Physical Quality — 

2. Mapboard — 

3. Components -— 

4, Ease of Understanding -— 

5, Completeness of Rules -— 

G. Play Balance — 

7. Realism - 

EL Excitement Level —- 

9, Overall Value — 

10. Game Length - 

The review sheet may be cut out, photocopied, 
or merely drawn on a separate sheet of paper, 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R & 

0 Department. 

Game to be reviewed next:___ 


--v_. 






ifeapt 



: C "f - • • 




. 

‘-■.V’V. 


‘•il-n v 

' ^ --itvA’.V 

ills : 

t 

i 3 2 o 

! 6 I £ 

: 3 'll 

[%;#, ' 

■■ 

c Z -O 


i Cr 

£ -S g, 

□ - 


£ 3 S 

□ . a 


: V;V;j; ■ 5-i 1 

E S =■ 

■ ? L l;V: 

! 

O L 

° ? ■& 

Z/ _ 

^ I = 

u-i 

; 72: 


£ S S 

i "D 

; 3§tr 

| £ .1 
■5 S | 

L , 

If 1 

“ J! c 

* T't5.v 

i • -Q Cl' 

- z 

B o S; 

^ - £ 

c £ a 

W f &> ' 

A'! •: 

* EB 

D Q . 

™ Q. ^ 

5 □ a 

r v£ . 


50 j 

* t i 

o V 

2 

1 f 

mi a 

l§|pgy 

2 £ e 

3 

b l. 3 
* £8 

1 s 

\ m-% 

1 

rs# 

t Siihiff'fs'fyX 

" E 

‘ ! U}Xy : 

TA\r7-r, : 




rr' t ' 

’M. yW:* 





- 

—- _ 



READERS RESPONSE 

DISCONTINUED GAME PARTS 


BISMARCK (O RIG/63) 

Rules. 1.00 

Historical Motes Card.75 

Set of 4 Zone Cards.50 

Search Board Screen_.... 75 

CIVIL WAR (ORIG. *61) 

Time Record Card . 50 

Rules/Manual Set . 1 50 


DISPATCHER (ORIG. 58) 

Manual with Rules .. . 1.00 

Set of 5 Timetables.. 1 50 

GUADALCANAL (ORIG. '66) 


SHIPPING 

a) If you live in USA, 

Up to $1.00, add . 

from $101 to $3.00, add . 
from $3,01 to $5,00, add . 
from $5,01 to $7.00, add , 
from $7.01 to $10,00, add 
from $10,01 to $15.0Q r add 
$15.01 and up, add . 


.25 

.50 

,90 

1.00 

1.25 

1.40 


b) If you Live in Canada or Mexico, dou¬ 
ble the USA amounts. Payment must be 
made in US funds, drawn or a US bank. 

c) If you live overseas, triple the USA amounts 
{overages are refunded). Payment must be 
made in US funds drawn on a US bank. 

d) For APG and FPO addresses, add the USA 
amounts and check here □ for SAM (Space 
Available Mail); oradd USA amounts plus$1.(K) 
and check here o for PAL (Parcel Atr Lift), 

e) THE GENERALUSA subs, postage FREE; 
Canada, Mexico add $3.00; Overseas add $5.50. 
Consult (a,b,c,d) for Back-issue postage. 


Box.... 

Counters. 

Rules/Manual Set 
Set of 2 Q/A cards.., 
Time Record Card 
Casualty Tables Card 


3.00 

1.50 

1.50 

1,00 

.50 

.50 


LE MANS (ORIG. *61) 

Rules.. 1.00 

Pads... 1.00 

Set of 2 Blue Spec. Crds.(Lmtd) 1.00 
Set of 12 Wet Corner Markers ,50 

MANAGEMENT (ORIG, 59) 

Rules... 1.00 

Counters. 1.50 

U-BOAT (ORIG. 58) 

Counters... 1.00 

Rules..... 1.00 

Set of 2 Range Cards _... .75 

Attack Results Table Card . .50 

1914 (ORIG. ’68) 

Box. 3.00 

Board . 4,00 

Ger. Counters .. 1.50 

Rules/Manual Set . 1.50 

Introductory Game Card.50 


Opponent Wanted 




1. Win trails will hfi ^u-rpLe-il only when printed lhi this twin, 

2. For Sate. Trade, or Wanted-to-buy ads will be aucepred only when they are dealing with coUftitoi's items fg^mes 
no lunger available from AH) and ufe accompanied by a token 25c fee. 

.1, Imerl copy where required at lines provided arid pnm name, address, and plusnc nnmhtr where provided. 

4. Neatness counts, if illegible your ^d will not he a..ceplcd. 

5. Ads will be accepted only on forms; from the preceding issue except In 1hrv$a cases where no Opponents-WanLed 
form appeared in [lie preceding issue. 

6. So that as many ads ran be primed as pu-isible within our Honied space, we request you use ihe following 
abbreviations in wording your ad. likewise with Stale abbreviations. 

A Lika korps Ak: Alexander Lhe Great = Alex, An/iin Base Nil] Strategy ■= KB St: list Lie of the Bulge - Ell*: 
Basketball Strategy = Ilk Si; Blitz; U-Duy DD; Football Strategy = FT Si; France, I Wl> = LlT-KJ:l agc-io-Face 
= FTF: Gettysburg = Gelt; tluadaleanal = (iuad; Jutland - 3T1 . Kr Kg spiel = Kri*g; Luftwaffe = Lufl; Midway = 
Mid; Origins of WW3I = ORIG; Outdoor Survival = OuJ. Fau/erblitz - PAX; Pari/e; Leader = Puri Ld; 

PUy-by.Mail = PBM; P lay-by-Phone - PESP. Richthofen > War = RW; \Tttr. Stalingrad = h Grad: '1 jcLL's II = TAC. 
TFnrd Reich = 3R;Waterloo = Wat. 


For those who complain about "the inevitable luck of the draw" we 
offer a contest that should prove difficult enough to guarantee that there 
aren't enough winners to warrant a drawing. 

This contest tests your ability to break a code. The Roman numeral in 
parentheses refers to an Avalon Hill game now in print (not all wargames); 
the Roman numeral is followed by grid coordinates which designate an 
area within which is a word, a letter, or letters. In the code., words are 
separated by commas. When you have figured it ail out you will have four 
precepts of wargaming. Since the encoder was working with limited 
resources, he has taken some liberties with the language. The meaning 
should be clear, however. 

Precept A:_ __ _ _ 

(I) 15-1 6 r (ll)CC-28, (III) 11-11 r (IV) V-60, (II) F-l 3 r (III) 1 7 8, (V) A-3, (VI)B- 
14 (VII) A A-44. 

Precept B:_ 

(I) 25-19, (VIII) 11-34 (Vll)T-l 5, (VIII) BB-1 4, (III) 27-2027-21 27-22, (111)23- 
21 (VIII) UU-26 (VII) AA-42 r (IX) RR-31, (I) 11 -8 (Vli) U-14 (N) L-6 (X) MM - 
1 8, (II) S-32, (XI) G-5, (I) 21 -39 20-39 (X) F-23. 

Precept C:__ 

(IV) M-62, (XII) B-1 6, (II) 11-42 (VIM) WW-6, (VI) X-50 r (II) RR-25, (VI) N-49, 

(III) 6-18, (VIJ} S-29, (V) D-2 (X) V-1 5, (VII) DD-32(ll) S-15, (Vl)C-69, (VI) B- 
25 (II) S-1 5, (II) L-1 8, (iX) BB-29, (X) H-38 (I) 43-45, (VIII) VV, UU-22 (V) A-2 
(VIII) CC-22 (!) 2-8, (X) MM-20 E 45 (III) 25-8, {V) A-7 (II) T-32 (IV) W-46 U- 
69 (11)00-41. 

Precept D;_ 

(IV) W-20(V) B-3 (VI) V-46 (SI) S-27,. (13) L-1 6, (X) D-25 (V) C-5 (II) CC-40, (IX) 
1-9, (VI) D-58,59 E-58, (IV) W-46 (XII) D-7 r (IX) MM-28. 







Name 


—(IV) K-32, (IV) V-57 W-70 1-63 U-59 





ISSUE AS A WHOLE: . 

... (Rate from 1 to 10; with 1 equaling ejvcdktiL !0= lerribk) 

Address 


Tity 

1 





1 Den 3 An idea: 

l T 

NAMF 




! 2 

AnnRFSS 

State 

Zip 

Phone 

, 3 

-—--- CITY STATE Z IP 
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As for the French armor it was understrength. 
The 3 DCR had 2derm-brigades of armor. One had 
a battalion each of B l and H 35 tanks with no 
artillery. The other had the same organization plus 
the divisional artillery. As for the I DCR it also had 
2 demi-brigades, one with the 28th and 37th B 1 tank 
battalions and the other with the 26th H 39 
battalion, 5th Chasseurs-a-Pieds battalion, and all 
the divisional artillery. 

On the German side the GD regiment was 
stronger than a normal motorized infantry regi¬ 
ment, having 4 instead of 3 infantry battalions and a 
similar number of artillery batteries. All of the 
German Panzer divisions varied. See the organiza¬ 
tion chart for more information. 


HISTORICAL NOTES 

Many other French units could have participat¬ 
ed in the battle. Two regiments of the 14th Infantry 
division (4-3*s) got lost. The 71/205 Infantry 
regiment (4-3) was ordered to attack w ith the 213th 
regiment but remained off the board instead. 
Similarly two regiments of the 3rd Motorized 
Infantry division (6-5's) did not attack w ith the reM 
of the division. Off the south edge of the board the 
French held the 71st Infantry division (3 4-3’sK 3rd 
North African Infantry division (3 6-3’s) t 1st 
Colonial Infantry division (3 6-3's), I regiment of 


the 55th Infantry division (4-3) and 2 regiments of 
the 53rd Infantry division (2 1-3’s). Opposing these 
forces were advancing German Infantry divisions, 
also off the south edge of the mapboard. 

Four French divisions arrived too late: 2 DCR 
(10-5 and 12-4 armor brigades), 9th Motorized 
Infantry division (3 6-5*s), 4 DCR without artillery 
(5-4 and 2 1-3 armor regiments), all at about IS 
A,M. and I DLM (12-5 armor brigade, 4-5 
reconnaissance brigade, and 4-5 Motorized Infantry 
regiment) at about 19 A.M. 

Actually the 2 DLM only passed through the 
northwest edge of the board but was included 
because it could have been used. 

DESIGNER’S COMMENTS 

Note that the scenario is fairly balanced if the 
French delay the Germans instead of waiting for 
them on the Meuse, There are plenty of delaying 
units and only ten game turns. If you wish you could 
include the later arriving French units along the 
west edge of the board with German victory 
conditions changed to: elimination of the entire 
Allied army. However, this type of game is not much 
fun for the Allied player. 


© 


A t H, Philosophy Continued from Page 2 

custom made set of pressure-sensitive symbols 
for their own design use while 79% wanted 
expa nsi on kits for PANZER LEADER. The latter is 
too good a game system to wither on the vine 
with one title so we will definitely be applying it 
to other areas in the future, 

66% of you were confessed science fiction 
fans which should put you in good stead when 
STARSHIP TROOPER makes its debut in the 
spring The testing for TOBRUK held up the 
development of the science fiction game to the 
point where we figured it was better to go with it 
as a spring release than take chances with a 
hasty job done in time for Christmas sales. This 
means that (counting the publication edition of 
TOBRUK) we will have 3 games available for fall 
delivery; TOBRUK f CAESAR'S LEGIONS, and a 
sailing warship game yet untitled. The latter will 
probably be the retail release for the fall. 
STARSHIP TROOPER will, in all probability, 
follow the same marketing path in the spring. 
Although we are a bit disappointed with having 
only 3 new titles for 1975, it does fall in line with 
what most of you expect from us according to 
the Readers Response which indicated that 79% 
wanted from 2-4 new mail order games per year. 

Among the complaints of our most frequent 
critics is our refusal to permit paid advertising of 
other publishers games in the GENERAL. So we 
asked the readership for their opinion, 56% were 
opposed to any paid advertising in the magazine, 
so we'll continue the old policy in line with the 
dictates of the majority of the readers. Since the 
Elite Club was dosed to new membership on 
January 1st with the termination of the Elite 
Club deal we have been bombarded with 
requests to reopen it to new membership. To 
recap, the Elite Club deal offered lifetime 
membership in the Elite Club which entitled card 
holders to a $ 1 discount on ail mail order games 
purchased from Avalon Hill To join, each 
individual paid $50 for a total of 6 games We 
threw in the shipping charges, price overages 
and a year’s subscription to the GENERAL as an 
added bonus. The deal was available only during 
1974 to help promote the 6 game offering we 
made at that time We will probably open the 
club to new membership this year but in fairness 
to last year's members, will have to keep the 
price at $50 despite the fact that we are now 
coming out with only 3 new games. 26% 
indicated that they were interested in joining the 
Elite Club so we II work up some kind of deal by 
this fall. 

As expected, ma ny of you wa nt your cake a nd 
expect to eat it too. Despite your desire for more 
games, 68% indicated they wanted to run 
ORIGINS II again next year at the expense of 
another game. Although we won t be running it, 
it appears that there will be an ORIGINS II next 
year. So far three companies have volunteered 
to sponsor it. Hopefully, we can form some type 
of executive council which can vote on where to 
hold the national convention each year, and 
then support it in the same manner that 
ORIGINS / was favored with this year. At this 
writing ORIGINS I is still 10 days off but will no 
doubt be past history by the time you read this. 
We've experienced many problems that hope* 
fully can be avoided in future national cons. 
Things started off with a bang when the man we 
had originally dealt with at JHU was fired three 
weeks before the con. What followed was an 
endless series of meetings with new manage¬ 
ment from JHU in attempts to get the same 
understandings recognized that had existed 

A,H, PHILOSOPHY .Continued on Page 26 
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Surface Raiders 



BLITZKRIEG NAVAL POWER 

By Donald Greenwood 


A long dormant interest in Blitzkrieg was 
reawakened in our editor during his recent play test 
efforts of the new Blitzkrieg rules just released 
Although those rules include a very playable set of 
"Naval Ascendancy" rules to improve the naval role 
in the game they . of necessity, lack the nitty-gritty 
complexity brought in by actual ship counters, etc. 
This then, is the goal of this article—to provide an 
official variant for actual naval conflict to coincide 
with the new Blitzkrieg rules. 


Few games have the scope and versatility that 
the new Blitzkrieg enjoys with the revised rules. In 
an effort to complete that overall picture we are 
offering this naval variant complete with accom¬ 
panying naval counters on the R R page to provide 
Blitzkrieg afficionados with the final word on their 
updated game. Many of the factors built into this 
variant will seem more logical in retrospect when 
you've gotten your copy of the new rules as only a 
few of the existing cha nges will he mentioned herein. 

As Blitzkrieg is based on a loose model of the 
Second World War in Europe we willsimiliurly base 
our variant on the respective forces of Germany and 
tiritam-France both for historical flavoring and to 
avoid the blase feel of identical forces. 

PORT CAPACITY 

All ports will have a physical capacity or4 naval 
counters per city hex with water frontage* This is in 
addition to normal ground and air stacking limits. 
Stacking at sea is unlimited. In addition, both 
countries have major naval bases with an unlimited 
naval stacking limit and repair capabilities. Only 
major naval bases can undertake repairs of 
damaged vessels. Blue's bases are i33, LJ9, and D7. 
The lone Red naval base is RRR-54. In addition, the 
new Blitzkrieg rules call for the inclusion of inland 
ports. These have been designated as JJJ-56, VV-25* 
D-31 and L-19. Enemy vessels may not navigate 
rivers. Ports and bases which have been strategically 
bombed via the new BBT Tables cannot attempt 
repairs nor may ships therein leave port during the 
turn of the bombing's effects. 

MOVEMENT: 

Movement is conducted in the same manner as 
Naval Transport with each vessel able to move one 
sea zone per turn in either direction. Vessels which 
leave port must stay in the same sea zone as the port 
is located in during their turn of exit. Ships may stay 
at sea indefinitely as at-sea refueling and provisions 
stops are assumed to take place during t he time span 
of the turn. No ship may remain in a sea zone which 
does not include a friendly port longer than 2 turns 
in succession. Ships at sea are simply placed in any 
ocean hex of the sea zone in question with care taken 
not to place them adjacent to a coastal hex lest they 
be confused with a short bombardment or invasion 
mission. Care should also he taken in the stacking of 
units* All units stacked together in a hex are 
considered a single fleet and separate stacks* even 
though they may be adjacent on the board, are 
attacked separately should battle result. Thus, if 
Blue has 3 stacks at sea in Zone C, each must be 
separately located before it can be attacked by the 
enemy. 

Naval movement also involves separate area 
differentiation within the Sea Zones. Each Sea Zone 
is subdivided into 4 different areas or layers 
identified by their distance from shore* For 


practicality we'll call (hern zones A. B, C and D; A 
being the closest and consisting of the immediate 
water hexes surrounding the land mass, and D being 
the largest and representing the outer limits of the 
ocean expanse. Each fleet is secretly placed on a 
blank counter or card representing area A* B, C\ or 
D. This area indicator can be changed every turn to 
any of the 4 areas regardless of changes made in Sea 
Zones, A good system of area differentiation is to 
use a standard deck of cards. Remove all face cards 
and use these 12 cards as vour area indicators, 
utilizing a second deck if necessary. All Clubs would 
be Area A, Diamonds Area B, Hearts Area C, and 
Spades Area D, This system is especially convenient 
if you have a deck of miniature novelty cards I * in 
length, selling in most novelty shops for approxi¬ 
mately 25c. The remainder of the deck will serve as 
your Base 10 random number indicator. 

Ships at sea may change stacks', zones and areas 
every turn they are at sea* Unlike land movement* 
naval moves are simultaneous and arc resolved 
before any land or air moves take place. 


ENCOUNTER: 

Naval battles may occur only if vessels of 
opposing sides occupy the same area of the same 
zone and a check of the Encounter Chart reveals a 
'contact' has been made* Either side may call out the 
areas in which it has vessels immediately after 
movement in hopes of being able to check the 
Encounter Chart. Neither side is required to do so. 
Should players IInd they do have forces in the same 
area either or both may attempt to force a contact 
on the Encounter Chart. The Encounter Chart is 
resolved by a drawing of I of the 40 remaining cards 
from our deck. If the card drawn lies within the 
range found on the Encounter Chart players 
proceed to Battle Procedure. 


ENCOUNTER CHART 


ZONE 

CARD DRAWN 

A 

1-7 

♦ B 

1-5 

VC 

1-3 

*D 

1 


The percentage of a chance engagement in¬ 
creases the closer one gets to shore due to the 
increased activities of land-based observation craft, 
shore watchers, and the lessened chances for evasive 
maneuvers plus the sheer expanse of the outer 
regions. 


ENCOUNTER CHART INFLUENCES 

ADD TO CARD DRAWN IF: 

+2 

Search force includes a carrier 

+1 

Search force includes a cruiser* 

i 1 

Search force is land-based a/c 

-i 

Search force is composed of submarines 

-3 

Target force is composed of submarines 

+1 

Target force is composed of transport 

-1 

Weather is rain, ice, snow 

-2 

Weather is fog 


* Not cumulative—i.e., a force with both a cruiser 
and carrier do not get +3, 



CA 

cv 



4 

2 

2 

(7) 

Ill 


THE SHIPS: 

Due to the scale of the game it is prudent to 
continue to represent individual ships abstractly 
even in a variant such as this* However* each class of 
vessel will have very real differences in either search 
or combat abilities. Capital ships will be individual¬ 
ly represented on counters* The numbers which 
appear on their counters serve as their combat 
factor for both offense and defense. Carriers have no 
intrinsic offensive capabilities other than the 
aircraft they carry. Aircraft can only be based at sea 
on carriers—not arbitrarily assigned to any sea 
zone. Carrier-based aircraft are limited to Fighters 
and Tactical types with a maximum complement of 
4 factors per carrier. Sides with more than l carrier 
can have as large a sea based airforce as their carrier 
strength can support. Aircraft for carriers must 
come from the regular air force allotments of the 
belligerents* 

Destroyers and submarines are represented by 
designation only, The numerical rating on each 
counter represents the actual number of such vessels 
in that fleet and losses are taken in a “change* 
manner. Should a DD6 counter lose 3 factors it 
would be replaced with a DD3 counter. 

Transports have no ship counters; the unit being 
transported represents the transport vessel. Each 
land unit at sea has a basic defense strength of I If 
lost at sea* that country's naval transport capacity is 
reduced by 1 unit until replaced. 

BATTLE PROCEDURE: 

Once battle is joined, players merely exchange 
fire on the Basic Game Attrition Table, Only 
Battleships and Cruisers may fire although Carriers, 
Destroyers* and Transports are susceptible to loss 
also, AH "Back 2" and “A Elim” results are treated 
as No Effect* "Exchange" eq uate damage of 1 factor 
to the target vessel. Such ships fire in subsequent 
rounds at a strength I factor lower than previously. 
Once a ship has been damaged to the point that its 
combat factor is 0 it sinks* A "D Elim" result always 
sinks the target vessel. Battle continues until one 
side either withdraws or is eliminated. 

WITHDRAWAL TABLES: 

Should either player desire to break contact and 
end the battle they may use either of the following 
tables. 

The Smoke Table may only be used every 3rd 
round of battle and if successful ends the battle 
immediately* Cards are drawn from the random 
number deck. 

SMOKE OR EVASIVE MANEUVER TABLE 
MAKE SMOKE 

1-3 Successful - Action broken 

4-0 Unsuccessful - Battle-continues 

The Cover and Turn Away Table is more 
complicated. It may be exercised on any turn 
providing the force in question includes either CA's 
and or DD's* The player attempting to withdraw 
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designates a portion of his force to make a torpedo 
run to cover the withdrawal of the the remainder of 
the fleet No fire is exchanged. The defender may 

I take one douhle strength salvo at any or all of the 
attacking torpedo forces. Surviving torpedo ships 
may draw I card (cruisers; 2) from the Random 
Card Deck and get a damage result for every ace 
drawn. If the turn-away draw does not succeed 

1 battle continues as normal with all vessels consid¬ 
ered in range. Otherwise* the battle ends immediate¬ 
ly. 


COVER AND 
TORPEDO FACTORS 
MAKING RUN: 


1 

2 

3 

4 

5 

6 
7 


TURN AWAY 
REM AINDER OF 
FORCE BREAKS 
OFF SUCCESSFULLY 
ON DRAW OF: 

1 

1,2 

1-3 

1-4 

1-5 

1-6 

1-7 

1-8 

1-9 


Example: Assume a Red fleet of I Battleship (5) 
and two cruisers (2) attacks a Blue force of 3 cruisers 
(2)* a carrier, and 4 destroyers. Blue immediately 
elects to turruaway with his carrier and make a 
torpedo cover run with his destroyers and a cruiser 
to safeguard the Aircraft carrier. 

This amounts to 6 torpedo factors and a 5 is 
drawn from the random number card deck so the 
cover attempt is a success and the carrier and 2 
remaining cruisers escape the battle. The forces 
making the torpedo run must undergo the doubled 
fire of the 3 Red vessels. Red concentrates his fire on 
the cruiser and I destroyer for an 18-3 or 6-1 attack. 
Both vessels arc sunk. The remaining 3 Blue DD's 
draw 3 cards for their torpedo run but fail to draw 
an ace. The battle ends. 

Example: A Red BB (5) and cruiser (2) attack 
3 blue cruisers (2). Both red vessels mass their fire on 
I cruiser for a 3-1 attack, roll a 2* and damage I 
cruiser. The Blue cruisers direct their fire on the Red 
cruiser, sinking it in a 3-J attack with a die roil of I. 
Round 2: the Red BB selects another Blue Cruiser 
and attacks at 2-3 (5-2). rolls a 5* and damages 
another cruiser. The cruisers return fire at 1-1 (5-5) 
and miss. Round 2: Red again concentrates fire on 
the last undamaged cruiser at 2-1 (5-2) and sinks it 
with a die roll of I, Blue returns fire at 1 -2 (4-5). rolls 
a 2, and damages the BB. Blue, now reduced to two 
factors (2 damaged cruisers), attempts escape hy 
making smoke and leaves the battle after drawing a 
deuce on the Smoke Table, Had ihe battle 
continued the Red battleship could have concen¬ 
trated fire on either Blue cruiser at 4-1, or attacked 
them both at 2-1. 


AIR ATTACKS: 

Carrier-based planes can attack or perform 
fighter missions in any area of the zone in which 
they're stationed providing their target has been 
spotted first by a friendly force. Carrier planes 
cannot perform land assignments unless stationed 
in areas A or B. 

Land-based aircraft may attack forces at sea 
only if the A, C are based in a port of the sea zone in 
question. Such A C do not have to count hexes to 
the target. They can attack any vessels in their sea 
zone which is in their area radius. See the Master 
Area Chart. 
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Aircraft attack with 1 strength point percomhai 
factor regardless of the type (exception: fighters) in 
the same manner as normal ship-to-ship action 
except that there are no subsequent rounds of 
battles. Surviving air factors return to base. The 
planes must undergo A A Ere equal to ft of the total 
fleet strength on the Tournament Game Attrition 
Table with only the defender's losses being assessed. 
Example: 12 MDM bombers attack a fleet of 3 
cruisers (2), 6 destroyers (I). and 4 transports (0). 
The bom bers attack all 4 transports at 12-4 (.3-1) and 
roll a 5. thus destroying one. The fleet returns fire at 
6-12(1 -2), rolls a I, and shoots down one enemy air 
factor. 


SHORE BOMBARDMENT: 

Na val gunfire support and invasions can only be 
attempted from Area A. All Capital ships located on 
coastal hexes can add ft their offensive factors to 
any ground attacks being made against units on 
coastal hexes. Such forces are subject to return fire 
by the opponent's artillery in his following turn. 

Example: 2 Red BB's (5) and 5 cruisers (2) add 
ten attack factors to an attack. Blue moves in 3 full 
strength Breakthrough artillery pieces in their turn 
and returns lire against one BB at 24-5 (4-1) on the 
Basic Game Attrition Table and sinks it. 


U-BOATS AND ASW: 

Whenever U-Boats have established contact 
with an enemy force they may attack once on the 
BOAT. All surviving DD factors may return their 
lire. The action is then broken off. 

Example: 6 U-Boat factors attack a convoy 
of 3 transports, a carrier and 9 DD's. The 
U-Boats take two l-l attacks against 2 of the 
transports, missing both and a 2-1 on the carrier (4- 
2), rolling a "2" and damaging it. The 9 DD’s then 
attack 3 of the U-Boats at 3-1, roll a "6", and sink all 
3* 

Remember: While an “exchange 1 ” only equals 
damage of I point against a capital ship; U-Boats, 
DDY and transports only have 1 strength factor 
and thus are eliminated when damaged. 


THE SITUATION; 

Blue* obviously the greater maritime power* has 
much the stronger Beet, as would be expected of a 
nation bordered on 3 sides hy water. However, this 
works to both her advantage and disadvantage. Due 
to the high manpower needs of her navy* Blue's 
army has been reduced by the elimination of her 
Tenth Army Corps. She is also dependent on 
overseas suppliers for much of her war material, 


Therefore all 10 of the per turn Blue replacement 
factors are susceptible to loss. 

Blue must bring in its 10 replacement factors 
every turn from off the board. She does this simply 
by declaring I of 3 Sea Zones (A, B or C) on her 
border. She must still hold a port in that Sea Zone 
which is not isolated from the other centers of 
production. If enemy forces exist in that Sea Zone a 
card is drawn from the set of 32 face cards not used 
in the Random Card Draw. If the area drawn is the 
same as that occupied by enemy forces a battle 
ensues. Thus it is always wise for a sufficient escort 
to be allotted to the convoy each turn to ensure, if 
not safe passage, at least a costly victory for the Red 
forces. Each replacement factor is transported by I 
transport factor. 

Replacements: Both Red and Blue have 50 

Shipbuilding factors which they must spend during 
the first 5 turns. No additional construction is 
allowed after the 5th turn. Construction of 10 
factors per turn is authorized and must be secretly 
recorded after each turn so that players will know 
when new forces become available. 

It takes I full turn in a major naval base to repair 
damage of 1 point to any ship. 

SHIPBUILDING TABLE 
Cost To Build Time To Build 
BB 10 8 TURNS 

CV 8 7 

CA 5 6 

DD 3 4 

UB 2 4 

TRANS 1 3 


THE FORCES: 

Both players may start w ith their forces at sea or 
in ports of their choosing. 



RED 

BLUE 

BB 

4 

8 

CV 

1 

3 

CA 

5 

10 

DD 

5 

41 

UR 

25 

4 

TRANS 

40 

50 



G 


MASTER AREA CHART 


Area 


SPECIAL EFFECTS 

Land Based Area Radius 

Basic Encounter % 

i 

\ 

Shore bombardment, 
Invasion, sea-to-land 
strikes 

ALL 

70 % 

♦ i 

B 

Sea-to-iand air strikes 

NOTAC 

50% 

v i 

C 


NO TAC OR FTR 

30% 

4 1 

D 


NO TAC, FTR OR 
MDM 

10% 
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SERIES REPLAY 

PamzerMitz 

Situation #4 

Robert Livermore —Russian 
Richard J. Plock—German 
Judge: Roy Easton 



The game was played face-to-face, with ail the 
rules pertaining to face-to-face play. Art electronic 
randomizer set for I —6 readout was used in place of 
the die , 

The real-space line-of sight determination op¬ 
tion was used, but no other optional or experiment 
nil rule was used . . 

Carrier/Passenger 

- Two AFV's with passengers 

- Two Halftracks with passengers 
= Truckls) with passengers 
= 1 Trucfc 

* Unit destroyed m attack 

“ Unit under fire 

- Unit Dispersed 


A 


H 


Altacking Unit 
Wreck 


German Turn 1 r Both sides have plunged onto [he beard to grab 
thfiir initial positions. The symbols above will be used loitJusiram 
the action in the dlusirauons which follow 


It has been assumed that the road bonus is NOT 
negated in a Town hex if that hex is occupied h r a 
wreck or a friendly unit. It was also assumed that all 
units may start off the hoard and enter the same 
road hex with the full advantage of the road bonus. 

The neutral commentary provided b\ Roy 
Easton is presented in italics between each move. 

INTRODUCTION 

Situation 4 involves a mobile delaying action 
conducted bv a small but powerful German force 
against a much larger mobile Russian force. The 
principle German advantage is the long range of his 
units, since the average range of his A & H class 
units is 16.5 hexes while the average Russian range is 
1 hexes. This range advantage means that the 
German can stay hack and shoot up the Russians 
without risk ing return fire. The Russian has only 12 
armored units and their loss will severely curtail his 
offensive capabilities. 

The best Russian strategy involves punching 
along the main road through the woods at f-3&4 
and H-4&5 and finally capturing Golod. the 
adjacent woods, and Grabyosh by turns 5 or 6. 
Speed Is essential in these turns to bring the German 
to battle and eliminate at least 10 German units. 
Once the desired Russian level of victory has been 
obtained by eliminating German units, the Russian 
hides in the towns and woods, finally swarming all 
of his units onto board J on turn 10 to prevent the 
German from getting a Marginal Victory. Russian 
units should not be stacked exc ept on town or slope 
squares because stacks are very tempting targets for 
the German artillery. The Russian should concen¬ 
trate his fire on exposed German units to achieve the 
maximum number of**X** results. The Russian can 
afford to exchange units 1:1 with the German while 
the German can't. 

The German player controls the tempo of the 
game. If he doesn't contest possession of boards 2JU 
with the Russian, the game becomes a draw. If he 
does, he risks losing his units and giving a victory to 
the Russians. Since the Russians have so many 
units, the German will he able to gel a Tactical or 
Decisive Victory only against a poor Russian 
player. The longer ranges of the German units must 
be used to pick off the Russians before they get close 
and the German cannot afford to stick around to be 
Close Assaulted. Trucks and halftracks should be 
prime targets, particularly if they are transporting 
another unit , Russian annored units are also prime 
targets since their loss will halt the Russian offensive 
and allow the German to pick off the trucks and 
halftracks at his leisure. 

I feel that there is about a 50% chance of a 
Russian victory in this scenario and that it is not as 
unbalanced as previously claimed. 

German Preliminary Comments: 

In contrast to the opinion expressed by Mark 
Saha {Genera f V, 11 #1, p. 29, May 1974), i regard 
this situation as reasonably well balanced and one of 
the most interesting of the PR situations to play* J 
think the Russian does have a slight edge* but only a 
marginal one, 1 rate it as follows: Probability of 
Russian victory—40%, German victory—30%* 


draw— 30%. Furthermore, the probability of a net 
Russian tactical (or belter) victory is less than H)% 
Not all that unbalanced. 

Why do I think this in view of the disparity of 
forces? The German player has the less burdensome 
task; he must prevent the Russian from doing 
things. The Russian player must, with less range and 
firepower, push the bulk of his force intact onto 1 
board #3 and simultaneously destroy significant 
numbers of German units. Any changes made to [ 
equalize the situation should be minor—e.g., give 1 
the German more halftracks in place of the trucks: 
or replace the Jgp?. IV with Jgp? V. Simpler would 
be to reduce the number of Russian trucks or 
increase the number of units required to be on board 
03 — but only by 2 or 3 units! Note (hat making more 
than one of the above changes is too much. Do NOT 
change the character of the situation, which is a 
beautiful demonstration of the effectiveness of a 
small force in causing a delay to a large one. 

That, in fact* is the key to the German strategy, 
DELAY. It is just as important (if not more so) to 
delay the Russian by threats (force him to unload 
infantry by threatening to take out two units with 
one shot* etc.) as it is to destroy Russian units. Keep 
the number of safe (for the Russian) hiding places 
on board #3 to a minimum. Remember, a Russian 
unit alive and well on board #2 at the end of the 
game counts just as much as one you have 
destroyed. 

Russian Setup and Move 1. 

Of course on the opening move, the Russian 
player does not know what sort of defensive 
position the German player will assume. He must 
assume the worst which is that the German player 
will take up his best defensive position. Rut the 
Russian really can't do much more than get his 
pieces lined up on the main road through board 2. 
The limit he can get to is 2k4 on the road in front of 
the woods. I have unloaded infantry here so lean 
CAT position 214, 1 can’t prevent the German from 
going in there, but I can threaten him with 
subsequent CAT, if he does go in there, A German 1 
truck or halftrack would be destroyed and anything 
stronger might be dispersed and destroyed subse¬ 
quently. 

I am also running an attack on the Southern 
flank. Part of my goal is to get as many pieces on 
board 3 with as few losses as possible. To do this I 
need a broad thrust and Ido have enough pieces to 
produce that. 

The line up of the forces assigned to the Russian 
player has tanks loaded with infantry leading. This 
of course has the effect of keeping the Russian 
options, open as well as giving maximum potential 
fire power on the line the German takes. The 
infantry can spot if they survive CAT. They are also 
harder to destroy. iT tanks and anti-tank guns are 
used. The German weapons arc about evenly 
divided between anti-personnel and ami-lank fire 
power 100 vs 98 (not counting halftracks and 
infantry) but his anti-personnel weapons consists of 
just two guns* Thus he can use these against, at 
most, two pieces. The anti-tank weapons are more 
numerous* but halved against infantry. Hence, our 
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overall approach is to permit the infantry to take the 
punishing fire power, and make sure that some 
survive so that our fire power can be brought to 
bear on whatever German pieces are spotted. This is 
the reason for the present set-up. The trucks in the 
rear can pick up guns and infantry left behind in 
these fights. 


German Move 1: 

Here is the first of many difficult decisions; the 
exact choices here can be critical. My strategy is to 
concede 4-8 German units; try to hold him to less 
than 20 units on board #3. Keeping in mind that l 
m delaying hi m (or trying to). I must try to block as 
far forward as is safe. Hexes 21 10 and 2M 10 hold 
the northern flank for one move. The two halftracks 
441 and 442 are exposed to fire at 3-1 odds, hut for 
him to fire would not only delay the firing units, but 
have them exposed to counter-fire from the 
Nashorn and the gun on H7. In addition, the 
following units would be delayed because of the loss 
of the road bonus on the slope. 1 dare not go into 
214, the CAT is too dangerous a threat. The gun on 
2H7 is a sacrifice, but he will have to unload to get it 
safely. This is the part I am not sure about—should I 
have one gun on H7 or H8; 2 guns, one on each; 2 
mobile units; a mobile unit and an infantry? Mobile 
units have time to leave next turn; guns get 
destroyed. Halftracks 441 and 442 are to slow him 
down; e.g,, he cannot unload infantry on P4 on his 
move with the idea of a CAT on the town 
immediately thereafter. I would have preferred to 
use infantry, but it cannot get out of range of the 
SI'185 next move. The Hummel covers F5 or G4 in 
case he tries an immediate push, I expect it, the 
Wespe, and the 88mm gun to go to hill 107 next 
move. If the Nashorn has no targets, it will go to 
3F8, This will give me plenty of well-positioned fire¬ 
power to start hitting his units. It is absolutely 
essential that I make use of my greater range and 
fire-power; he can afford to lose at a 3-1 ratio and 
still win if all of the survivors reach board #3, It is 
pointless to run; I could never win, and furthermore 
he can travel faster than I can. 11 is main thrust has to 
come through Golod; the Northern flank, while it 
cannot he ignored, is not as important. I could make 
a flank attack in the O —T region, but it would be 
inherently unsound and probably lead to a Russian 
decisive victory. 

Turn 1) Rus; The flanking attack in the South is a 
good idea although 1 prefer to have the SU-85 's in 
the center. The tanks should he slacked in the woods 
on Hill 132, Two units can get to 0-5. one to P-5, 
etc, in this way, 7 armored units can hide in the 
woods. Furthermore, T-34/85's in P-5 and 0-5 can 
shoot up anything in 11-6. allowing this hex to he 
occupied by the tanks on N-6 and M-5. 

Ger: This forward position is quite good 
although reasonably fragile. Had the Russian been 
more aggressive, halftrack 442 would he dead and 
the position shattered. The Nashorn is overexposed 
and an aggressive Russian would knock it out after 
its first shot , Best send it to the rear. 1 don't see any 
need to unload an a-i gun, 

Russian Move 2, 

This a tough and advanced defense line the 
German player has taken, I have to unload more 
infantry than I care to in order to crack it. I want to 
make him decide between exposing his tanks to a 
high risk of dispersal or leaving. Dispersal of 
German pieces in this situation will prohably result 
in destruction of the dispersed pieces on a 
subsequent turn. The German player cannot afford 
losses, but he particularly cannot afford losses in his 
tanks. 


For example, Ihe German Panther located in 
hex 2H4 can get 3-1 odds against my T34/85, but 
this leaves the SU 85 and the 45mm free to fire at 
him at 3-1 odds; the Panther is also open to CAT, 
The Panther thus runs high odds of either 
destruction or dispersal, and dispersal here is 
equivalent to very likely subsequent loss. I am also 
pressing positions 2H6-8 for similar reasons. 

The German player simply cannot afford very 
heavy losses; if for example he loses just 10 pieces 
giving the R ussian a tactical, he must to win, keep 42 
or more Russian units off board 3, and to tie, he 
must keep 32 or more off board 3 while avoiding 
further losses. Even if he destroys, say 22 to my 10, 
he still must avoid losing 5 more pieces and still keep 
9 of the remaining 29 Russian units off hoard 3. 

I have to pressure this position so that enough of 
my pieces remain after his firing to destroy or spot 
the German pieces holding me up. Rut I must also 
try to keep my losses at a 2-1 ratio or less with his 
while advancing. 


German Move 2: 

My first move served its purpose; he unloaded 
six units (more than necessary, I feel). Now he must 
either wait to assault my second line, or assault it 
with less than optimum force. Either way. It is worth 
one gun. While it lasts, I use the gun on the 821 unit. 
If I can disperse it (50%), it is vulnerable next move 
to my long range units, I could have added in my 
Panther, but it would he left exposed. 1 cannot 
afford to slug it out now, The Nashorn will go alter 
his 45mm gun alone; this may be a mistake, hut a) l 
want my infantry in the gully, and b) every unit 1 KO 
now' is one less lo worry about later. My gun is dead, 
but he has no other targets. My armor in 2B6 is in 
position to fire at any assault on Golod without 
being subject to CAT later. Golod is critical; I want 
to hold it as long as possible. 

If I had my choice, I would rather have dispersed 
his tank than destroyed the gun. I want to get his 
mobile units. 

Turn 2) Rus: There is no excuse for not attacking the 
German 442. Had it been destroyed, 7-34/85'sin //- 
6 could have commanded Golod. In order to win, 
the Russian must destroy German units. not let 
them escape. Too many units were unloaded: one 
SMG in 1-7 should fake care of the foolishly placed 
German anti-tank gun with a CA T. The SMG in 1-4 
is blocking the road that the Russians must use. 
Tanks should he in 1-6, not hiding in the gully , In 
order to shoot at the German, van have to spot him . 
All in all, a poor Russian move. 

Ger: Now is the time to take advantage of the 
over cautiousness of the Russian. Use your a-t gun 
before it dies , Against an aggressive Russian player, 
the attack with the Nashorn would have exposed it 
to immediate attack; in this case, it is quite safe since 
there are no Russian units to spot it. another 
Russian blunder , 


Russian Move 3. 

This is going to be a I-1 exchange,my Gun for his, 
since 1 will CAT his gun located at 2H7. He, 
however, cost me more than a gun for his; he also 
cost me two turns; 1 had to unload so much infantry 
last turn that I cannot be in any position to pressure 
the line he has running from 20 to 2E9 until the 
turn after this one, since this tut nail l can do is to get 
my tanks reunited with the infantry and next turn 
load up. 

He now has heavy firepower on hill #107-an 88, a 
Wespe, and a Hummel as well as his Nashorn in the 
town, so any pressing of his line has to be able to 
absorb heavy punishment and still spoi for my lanks 


and guns. This basically imposes leapfrogging with 
the infantry which is very costly in time as well as 
men, 

German Move 3: 

Well, he decided to wail, I am not sure, but he 
might have been better off attacking right away. 
Maybe not, he usually gets almost all of his 
survivors onto board #3, If he attacked this move, he 
would have had difficulty with half his infantry out 
of action, lie does not have lots of time, though. 
Since his infantry must still load, his attack will 
probably not come before move #5. This should put 
me in good shape; the gun is amply paid for. Put the 
Nashorn in an elevated location. No targets to shoot 
at; just hold. 



German. Turn 2: Th e G &i man N as horn (850} has t he f irat 

blood by eliminating the Russian 45mm gun at 13. The German 
75mm AT gun (32} misses with a 1 t on the SUBS (821), 
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German Turn 3: The Russian SMG [104) elimmales the German 75mm AT gun £32) with a 4-1 CAT. The German 
withdraws his entire fire tq a position parallel to Golod- 



Gorman Turn 4: No firing takes placo as itie Russian halts his drive to reload his dismounted infantry. 


Turn 3) Rus: Too much time is being lost without 
killing Germans. Tanks and unloaded infant r\ 
should he on E-J and E-5 with a halftrack or truck 
on F-4. Two tanks or Su-85 s should he on H-4&5. 
not halftracks or infantry. The units on E-5 are 
doubled hut they can he attacked from Hill 107. 
Some effort should he made in order to take the 
woods in H-2 and C-l&2 since mortars and the SLR 
152 in these hexes can attack Hill 107. Thus far, the 
Russian has concentrated on avoiding casualties 
rather than causing them and he must soon assume 
the initiative or lose. 

Her: This is a good move. The poorly protected 
\a shorn (850) has been moved out of the Russian's 
range hut it can stii! inflict heavy daft}age with its 
longer range. Keeping the Panther (951) and Jpz IV 
(840) out of the battle is a good idea since they are 
the fifth really powerful reserves available* The 
German should begin to worn about the losses of 
his dismounted units since these are the Russian 
victory conditions, 

Russian Move 4* 

This is basically a ‘saddle up' move. An 
uncoordinated or too light attack at this point is 
worse than none at all. 


German Move 4: 

Finally forced to open up a hole in my line. 
However, time is on my side, and any breach he tries 
to utilize should cost him dearly, He has no good 
hiding places. My pieces are in optimum position 
for the attack fof course, so are hisf) I could have 
moved the Wespe to 3N3 (starting last move), but I 
think it is better where it is. 1 think 1 am in good 
shape, and am going to try to win. This means 
holding here and not running. He appears to he 
going to lead with his halftracks; most of his tanks 
appear better positioned fora northern thrust than 
for the Go hid attack. I want to chew upas much as I 
can next turn. 

The choices here are as critical as on turn I, An 
alternative approach would have been to put 2 units 
in the gullv (sacrificing one) to delay him a turn. 1 
prefer the (me I am using. 

Turn 4 ) Rus: As long as he is massing for an attack , 
he may as well bring up everything that he can , 
There arc really not enough tanks for the Go lad 
attack in the woods at R5&4 and H-4&S. 

Ger: The withdrawal of the German rifle unit 
(142) and the halftracks leaves a hole in the line, but 
this wont matter if Golod falls. The halftrack 442 is 
exposed but there are no Russian units to take 
advantage of this exposure. The Sa shorn should he 
left on the slope of Hill 107 where it would he 
doubled on defense and out of range. 


Russian Move 5. 

Here I have to expose a lot to getting shot up so 
that some can survive to spot, CAT or shoot. Some 
positions are good defensively as well as for spotting 
and CATing. This is position 2E5. Here by using 
both his Hummel and Wespe he can't get better than 
1-1 against both rifle units and 3-1 against one unit 
The title unit on the slope at 2E2 threatens to CAT 
three different halftracks with a two thirds probabil¬ 
ity of dispersal, and is also costly in firepower to 
destroy. 

Of course it is essential to press the Southern 
Hank now. But if the German shoots this up, he can’t 
use his firepower on hill #107 against the Northern 
push and this is the only firepower that is really 
effective against either flank. The SMG unit was 
unloaded at 2E9 to threaten CAI against the 
halftrack at 2D8. 


I have not pressed in the center on the hill, since 
this will only provide targets to guns which have 
none now. The time for such a push is next turn 
when my entry onto board 3 will give his guns in and 
around the town of Grabyosh plenty of new targets, 
anyway. 


German Move 5: 

He did not push as hard as I expected; (his may 
be a mistake, 1 can hold Golod one more turn (I w ill 
probably lose a unit doing so), thereby forcing his 
assault to come through the North. Moreover. I can 
destroy 3 units without any danger to me. The 
important point is to try to KO his mobile units. 
With luck, his dismounted infantry will not make il 
to hoard 3 in time, lie can CAT Golod next time, 
but has no other targets. I think he is mishandling 
his mortars they could be used against my gun 41 
on the hill if they were within range (say hex 2DS) 
and should be positioned to threaten to do this next 
turn. They are his longest range units, and he should 
make use of the fact I am preventing him from 
making use of any good hiding places on board 3. 

Turn 5) Rus: Finally, he attacks and the attack is a 
rather good one with only one unnecessary chance 


being taken , the slacked SMG and halftrack T 
Stacked units are tempting targets for German 
artillery. The t wo rifle units in E-5 is a good move 
since the German must be very lucky to disperse 
both of them and they can ger into Gofod on the 
next turn, There may be too much on the Southern 
flank. Em sorry that this attack didn’t come several 
turns earlier. 

Ger: Taking advantage of the overwhelming 
firepower assembled on Hill 107. the German had 
destroyed J Russian units. Had the \ as horn beta 
hack there too, another T-J4/85 would have been 
destroyed. The withdrawal is being carried oat in 
good order t and 141 and 441 cannot he spotted so 
Golod is safe for another turn , 1 sec no reason to 
unload the Russian mortars where Flock suggests. 
Thus far t the German is doing very well. 


Russian Move 6, 

He didn’t damage me too much. Now is the time 
to press all along the line. I have placed the SU 152 
in a position where it can be shot at, but it is on a 
slope and has an intrinsic defense of 16. If he wants 
to shoot it up, it will take a lot of fire power to 
guarantee its destruction. Otherwise this position 
gives the tank a good firing position, oris well suited 
to move to a position on board number 3, 
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German Turn 7: The Russian gains a smalt measure of revenge 
by eliminating the German Rifle Una 141 in Kolkhonz wilh a 4 \ 
auack from her 45mm (14) and 76 2mm AT (31) guns. The 
Russian Rifle unit 141 and SMG 184 eliminate the German 
75mm (31) and a truck (422) with 4 1 CATs The German 
responds by knocking outT34/C (933) with his 38 (41) at 4 1 and 
disrupting the Russian Rifle unit 144 with a 3-1 Overrun by the 
JgdPi IV and Nashorn (840 and 850). 


Gorman Turn 6; Russian Rifle units 142, 143 and 146 CAT the 
German Rifle unit (141) at 1-1 odds with no effect. 141 then 
withdraws to C4 and CATs the Russian SMG unit (181) at 1-2 
with the aid of Rille unit 142 but is no more successful than the 
Russians. Elsewhere the Russian has paid a dear price for his 
invasion of hoard 3 The T34/S5 (851) at H6 is mauled by the 88 
(41) at 4-1. as is the T34/C (931) at A5 by the Wespe The 
Hummel wipes out another SU85 (822) at D9. Meanwhile, the 
Russian tanks which tried to spot Grabyosh (93 2. 954, and 934) 
were eliminated in Overrun artacks by the JydRz IV (340). 
Nashorn (850), and Panther (951). Only T34/C(933) temporarily 
escapes destruction and even it is dispersed by a 2-1 from the 
75mm AT gun (31), 

German Move 7: 

l think I may have made a mistake last move; I 
did not intend to let him have such an easy time 
getting the woods next to Grabyosh. Now l have to 
leave the hilltop (l think?), and he is sure of his 5 
units. The halftrack move to his rear forced a couple 
of trucks north, but did not accomplish much else, 1 
will try to chase his tanks and prevent his 182 SMG 
unit from loading, A halftrack goes into the gully at 
3E9 so that he dare not simply pile loaded trucks in 
there and have them invulnerable. My Hummel is 
just barely safe from a unit in 3C6 (measured), I 
need to kill about 10-15 more units to win. I am 
ignoring the dismounted guns on board 2 that arc 
exposed: i do not expect them to ever reach board 3. 

Turn 7) Rus: The rifle unit 181 should have CA Ted 
the German rifle unit 142 , The mortars should be 
unloaded to attack the 88 on Hill 107. After losing 
most of his armor* the Russian has fortunately 


I will CAT his rifle unit in Golod, Otherwise. 1 
have spread out to press other positions— 
particularly the woods position taken by his 
Panther. 


German Move 6: 

Here comes his push. As 1 indicated earlier. I am 
going after his armor U may not be wisest, perhaps l 
should try to take out some infantry. However, l 
must get rid of the armor near the hill to keep my 
heavy guns active. Using overruns guarantees that 
his units will at least be dispersed. The halftrack in 
his rear has two purposes; I hope to entice one of his 
combat units hack there, and maybe l can harass his 
trucks. As a result of my combat, he has lost 7 of his 
armored pieces; this will hurt him in his attempt to 
force his way on the board. He will probably get 5 to 
7 of my units, but 1 expect to hold him to less than 25 
units on board #3. Reasonable winning chances. 

Turn 6) Rust Rifle unit 146 should go to D-2 to get 
to the nearby woods. These woods are too 
important to he ignored by the Russians. Too many 
units have unloaded around Goto cl The Russian 
needs to get at least 31 units on to board 3 atul he 
cannot do so if they are unloaded '♦ The Russian 
really needs to kill some German units in a hurry or 
lose. The German units around Grabyosh have been 
foolishly encircled hut the armored units can still get 
out to overrun the Russian units and stilt end up 
back in Grabyosh. This was a foolish move since the 
Russians cannot afford to lose too many of their 
tanks or their offensive power will he crushed. A 
better strategy would have been to put infantry onJ- 
A-4 and 2-B-4 to surround the halftrack and truck 
and to keep the tanks on the slopes of Hid 129 , The 
German rifle unit 142 should he chased down and 
destroyed. 

Ger: Correctly concentrating his firepower on 
the Russian tanks t the German has succeeded in 
destroying half of the Russian armored force in a 
really fine move. 


German Turn 5: The Russian is paying the price for a panial 
dosing with ihe enemy The Hummel (631) eliminates the 
Russian SMG (1S3) and Halftrack (445) on D3 with a single 4 1 


attack. The Wespe (621) likewise nails a T34/85 (953) at E3. The 
88 (41) manages a 2-1 Dispersal of ihe T34/85 at C8. 


Russian Move 7. 

I missed dispersing his rifle unit and had hair my 
tanks shot to pieces. 1 can now prohabjy only get a 
marginal victory from him and hope to prevent him 
from getting a marginal. THU is the only chance l 
have now of winning, I don't think that he can do 
better than me with a marginal. I can guarantee 
getting tw o pieces and have a good chance of getting 
two more this turn, and this will give me the 
marginal. Only if he permits five more losses can I 
do better. Of course he may have to risk this, if he 
hopes to get a marginal for himself. 











PAGE 24 


THE GENERAL 


decided to continue w ith his conservative gome. He 
ready cannot afford to lose many more units and 
still prevent the Germans from getting at least a 
Marginal Victory. The Russians still need to kill one 
more German unit to get their Marginal and should 
get 441 and/or 142, 

Ger: The roll on the overrun of the Russian rifle 
unit 144 was unlucky hut not fatal, it certainly seems 
time to abandon Hill 107 since the SU-152 is within 
range and the 88, having fired, is dead. The German 
seems to be getting a little careless now* He should 
have used the halftrack 441 to pick up 142 on C-/ 
and should not have sent the Panther hack onto 
board 2 , 

Russian Move 8. 

1 missed his 75, but 1 can guarantee getting his 88 
this turn, thus giving me my marginal. Now 1 shall 
try to keep him from getting a marginal and try fora 
tactical. This is going to be hard to do, given the 
heavy damage he has inflicted on my tanks. For 
now we are both playing hide ’n seek and shoot at 
whatever you find. 

I can't load the SMG unit with his Panther 
sitting next to it. so 1 may as well CAT it, I have a 
one t h ird cha nee of missi ng h im so t he placing of my 
T34/85 is a bit risky, hut if 1 succeed l will be in a 
good position to shoot the Panther next turn and 
CAT again. Unless I place the halftrack with the 
infantry this turn, I cannot get to board three 
anyway, so l have decided not to risk two pieces 
adjacent to the Panther in the same hex. Thus, I 
won’t get Lhe SMG on board 3, hut, hopefully. I can 



German Turn 0; The Russran finally pulJs a few of the German 
leerh as the $U1 52 (741} eliminates The 80 (41} and gets a bit 
fucky with a 1 -2 dispersal of the Panther (951) by his SMG 102 
The German must settle for finally knocking off the Russian Rillo 
unit (144} with a 2-1 Overrun by the JgdPz IV. 




631 


German Turn 9 l A 2-1 by T34 '85 952 disperses the Panther 
(951} but 3 1-2 CAT by SMG 102 is unable to destroy it. Russian 
SMG 104 and Rifle 1 41 do manage to disperse the JgdPzTVyviUi 


a 1-1 CAT, however Tha Russian Rills Unn 142 at ES is 
dispersed at 2-1 by the Wespe and then eJiminated by a 13 
Overrun attack from German Halftracks 441 and 442 


424 


use it to pin and possibly destroy the Panther. 

German Move 8: 

l do not like the looks of this any more. It 
appears that he is going to try to settle for a marginal 
victory (very wise), and by playing it this conserva¬ 
tively he may succeed. With only two moves left, if 
he runs everything on the board and scatters them, l 
may not be able to KG enough to hold the draw. 
What l have to do is try to generate as many chances 
as possible to get two units with one shot. Unless he 
blunders, l no longer have any winning chances. I 
want to try to block as many of the safe hiding areas 
as I can, otherwise he wins for sure, I wish he had 
tried to use the Saha strategy; 1 would have 
destroyed many more of his units by now. 

1 urn 8) Rus; Wiping out the 88 guarantees a 
Marginal Victory; it is now necessary to see that the 
German cannot get at least a marginal too. The 
CA T by SMG 182 neatly traps the Panther which 
was foolishly moved onto Board 2. The Russian is 
now moving to conserve his units until turn 10 when 
thev will all be moved onto board 2* The German 
has been getting a little careless and the game will he 
very close* 

Ger: The Panther seems trapped on hoard 2 
w hile it w ould he of more use hack on hoard 3, 
Putting the halftracks i/i the gully is a good idea and 
the Hummel should he moved to the south side of 
Hill 107 w here it can command the gully* The 
German must now' concentrate on killing Russian 
units to keep than aw ay from hoard 3. 

Russian Move 9. 

His 88 is gone and I dispersed his Panther, 
Possibly I can destroy it this turn. There is an 
excellent chance of dispersal if not destruction. Next 
turn I'll get the T34/85 on board 3. At last Pm in a 
position to CAT that damn JgdPz IV which just 
destroyed my rifle unit in an over run. My best 
strategy now is to try to disperse as much of his 
firepower as possible, and keep my marginal victory 
while preventing him from getting one. Thus I am 
playing for a 1-0 win. Not very impressive, but 
certainly better than 0-1 or l-I, 

I can’t shoot at his Wespe and Hummel, but on 
the other hand they can’t shoot at anything, if my 
CAT works and that is the next best thing to being 
dispersed, or destroyed. 

German Move 9: 

Now he is all set for his final dash. I am trying to 


get t lie best possible positioning to destroy units that 
get on the board. It does not matter if he gets one or 
two more of my units now; what I need to do h 
destroy 5 of his next time. I got lucky on my overrun 
of the infantry with the halftracks: a draw is 
probable. 

Turn 9) Rus: The game is very close and will he 
deaded on the last turn. The Panther unfortunately 
survived hut the Jpg JV nm dispersed. Moving the 
rifle unit 142 along the road puts it in position to 
CA T German units in the gully. Had the German 
moved the Hummel to the south side of Hill 10 7, the 
S t -85, and all other units, would not he safe in the 
gully , Now is the time to bring up every thing for the 
big rush onto hoard 3 next turn to decide the game. 

Get : The Panther is holding up 6 Russian units 
so it is not doing too badly, if it is not dispersed next 
turn, the German will probably win since he will he 
able to eliminate 6 Russian units . 

Russian Move 10. 

I didn't destroy his Panther, but at least it is 
dispersed along with hisJdgPz IV. I’ll CAT both of 
them again and hope for the best. 1 can also get a 
shot at his Wespe with a very good chance of 
dispersal, and my 76.2 has an excellent chance of 
destruction or dispersal of one of his halftracks. 

German Move 10: 

I got lucky on his attacks; now the draw is 
guaranteed. Had he been able to put my Wespe, 
Panther and Jgpz IV all out of action, my only 
recourse would have been to try a 1-2 overrun with a 
halftrack against his recon unit. 

Conclusion: 

The final result was: 6 German units destroyed, 
29 Russian units on board £3: a marginal-marginal 
tie, I may have to revise the opinion I gave in the 
introduction, i now think the odds arc: 5UG Russian 
vie l ory. 2 5 f 7 d ra w, 2 5 % Ci cr mu n vict ory P R O V1D- 
i\G the Russian player plays for a cautious 
marginal victory and does not try to *\ . drive 

head-on. pushing fast and hard, practically regard¬ 
less of losses," 1 should have done somewhat better; 

1 did have slightly better luck than my opponent I 
think my sixth move was more of a mistake than I 
realized. I his. m fact, is what gives the Russian the 
advantage the German has no margin for error, 

l urn 10) Rus; This is it! The 76 J mm a-t gun on Hill 
129 has claimed another victim . It's been doing very 
well. There are now 35 Russian units on hoard 3: if 
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Gsmian Turn 10' The German Halftrack at A8 pays for its 
boldness as the 76.2TTim AT gun (32} knocks il ou( at 3-1. The 
SU152 {721) faiEs io hit the Wespe {621 } at 2-1 This wi II soon 
cost the Russian a unit. SMG 182 is unable to continue the 
dispersal of the Panther (951) with its 1 - 2 CAT, although 184 and 
141 do manage to disperse (he JgdPi IV (340) again with a 1 -1 
CAT. The Russian has run out of time and must gam board 3 this 
sum, The result is a plethora of targets for the German gunners, 
The uucM425} 31 65 is the first togo—hit hy a 3-1 from German 
Rifle fire (142). The H ummel (631) dispatches a T34/85 (962) at 
4-1. the Nashorn eliminates Halftrack 443 at D3 whuch allows 
the Panther [951) to make a 4-1 Overrun on Recon 133 ai C3 and 
the Wespa {621 fdpas in another truck (421 )at F2. The final blow 
is struck by Halftracks 441 and 443 with a Overrun of a Russian 
Truck {424} at B8 at 4-1 




j/ or more survive, [he Russians win. if not. it’s a 
Draw, The failure to disperse or eliminate the 
Pam her probably means that the game will he a 
Draw, 

CONCLUSION 

The over-cautious Russian strategy was very 
poor in the first half of the game hut was the cor reel 
one for the second half. Boh acts like u Montgomery 
in a situation that demands a Patton. The German 
started out playing very well hut he became careless 
after turn 6. 



THE FALLACY OF PANZERBUSH 

by 2LT Robert D. Harmon 


DESIGN CREDITS: PANERBLITZ Situations 
til3-24, PANZBRNACHT LEYTE GULF, 1776 
playtest 

Let's get one thing straight: a tactical wargame 
cannot approach realism—only complexity* Per¬ 
haps wargatne simulations can reflect command 
functions above division level—the player can pash 
units around a map in his own Fuhrerbunker and 
approximate the real thing. 19} 4 is the best example 
of this, with its complexities of mobilization and 
offensive. 

This is. not true on the tactical game-board, 
however. As a wargamcf and an armor officer. I 
believe I can safely say I do not find the two 
compatible. Do you want to know what command¬ 
ing a small armor unit really means? It means tanks 
breaking down, tanks throwing tracks* mired tanks 
and tanks disappearing altogether because the TC 
either: I) thinks he's John Wayne or 2) can't read a 
map. It means inoperative radios and incompetent 
radio operators, and every command frequency out 
except the one to your CO, who's yelling in your ear, 
demanding a situation report (because he knows 
even Jess about what’s happening up the road than 
you do) U means hearing gunIIre somewhere up 
ahead, and holding a map, blurred by ihe shaking of 
the vehicle, in one hand while you're using the other 
to call down artillery that won’t, hopefully, fall short 
and ruin your day. 

A wargame not only spares the wargamer the 
bloodshed of modern warfare, hut also the 
organized confusion. No wargame can even 
approximate it. The only reason PANZERBLITZ 
and PANZER LEADER come the closest to the 
spirit, the feel of division-level combat is because 
they have the virtue of being playable and fast' 
moving* whereas most tactical games on the market 
get enmeshed in their own complexities. 

Still, a wargame is expected to at least 
approximate reality, within its own limitations— 
that is one of the canons of our hobby. Hence, the 
victims of the PANZERBUSH Syndrome can’t 
understand how PA NZERBLITZ units can scurry 
about under the guns of enemy units, which can’t 
fire because a) shooting isn’t allowed during the 
movement phase and b) when the fire phase does 
roll around, the targets are all hidden in bushes and 
other cover. 

This is indeed frustrating. However, before we 
combat this by modifying the game (rather than our 
own tactics)* an examination of the actual condi¬ 
tions is in order. 

The biggest complaint of PANZERBUSH 
critics is the fact that lateral movement can’t be 
interdicted by fire* One major point should be made 
here: a stationary vehicle can be hit with much 
greater ease than a moving unit: the only exception 
to this is when a moving vehicle is coming straight at 
the firing unit then the target appears stationary in 
the reticle: it just grows bigger. 

The way current PANZERBLITZ rules work, if 
the vehicle comes straight at the defender, he'll get a 
chance to shoot back next turn —before the 
attacker does (the attacker is usually right next 
door, in order to expose the defense, who is himself 


hidden in his own bush). The problem arises when 
moving units scuttle through gaps in the defender’s 
line. The defender has no means to interdict these 
units before they dart into another bush, which 
brings us io the point made in the last paragraph. 

Prior to the advent of wire-guided AT missiles* 
the only way to track and destroy a moving vehicle 
would be to bring a gun-tube to bear and pul a 
round (or several) into it, (Near-misses count only in 
horseshoes.) Riflemen can easily do so with hand¬ 
held weapons, as long as said vehicle is a truck or 
wagon, A A units, with swivel-mounted weapons, 
and trained in rapid acquisition and engagement of 
moving targets, can also perform this function, 
particularly as they can spray targets with automatic 
fire. I can even stretch a point and admit that 
vehicles with power turrets, with experienced 
gunners, can also track and destroy a moving AFV. 
But that’s il! 

1 am familiar with U S. field artillery, and have 
had the opportunity to examine captured German 
and Soviet equipment. Controls on artillery 
pieces and the manual controls provided in tanks, 
as backup systems or otherwise are invariably 
dual: one crank lor traverse, one for elevation. 
Moving the tube requires a coordinated combina¬ 
tion of the two. Effective enough for indirect fire 
(which is off a set of coordinates and dependent on 
bursts rather than direct hits) and against stationary 
targets. Rut a gunner frantically cranking both, 
while peering through a reticle and trying to track a 
moving vehicle, will he hard-put to get a hit. 

That's under ideal conditions* Try that with an 
artillery piece that has the traverse and elevation 
controls on opposite sides of the gun (as w ith the 
U.S 105mm howitzer), or with a field piece t hat 
doesn’t have a direct-lire sight at all, and the 
problem verges on the ridiculous. And inherent in 
all dismounted artillery is the face that they have 
limited traverse—sooner or later the crew will have 
to pick up the trails and horse the damn thing 
around. 

A second facet of the PANZERBUSH con¬ 
troversy is the fact that units can take advantage of 
the Spotting rules and hide behind terrain features, t 
detect resentment at the fact thaL moving units can 
hide in much of the map indeed* many tactical 
wargames on the market have large stretches of 
open, featureless terrain, h should be pointed out 
here that small-unit leaders must keep their people 
under cover if they are to survive -20th-Century 
weapons have the capability of"killing unprotected 
personnel and vehicles with great efficiency. The 
platoon and company commanders in the units 
moved to and fro on the PANZERBLITZ and 
PANZER LEA PER boards will be on the lookout 
for available cover and concealment. 

Accordingly, although you, the player, can see 
ail friendly and enemy counters from your Olympi¬ 
an vantage-point, your units can’t. Hence, even a 
few trucks in a wood line can cause an enemy unit to 
be halted for a turn or so. Although you may know 
it’s a truck, the man in the lead tank may no! know 
they are, or if he does see them, he would (wisely) 
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jissume the presence of artillery or infantry 
somewhere near. So the unit will have to deploy and 
attack accordingly they can't barnstorm through. 

Sheltering under the same cover is the enemy’s 
lighting units. It may be argued that a Wespe unit 
can’t help being aware that Ihe wood line 750m away 
contains two SU-152 batteries and two rifle 
companies—but seeing them is something else 
again. Sure, HE rounds could eviscerate anything 
within that 250m-wide hex—in that respect, the 
PANZER LEA DER spotting rule that a firing unit 
betrays its location and is 'spotted"—but *A’-cSass 
weapons, which are usually firing solid-steel AP 
rounds, requiring a direct hit on a visible target, 
should not be able to fire into that hex with any 
results. More on this later. 

In response to the complaints of the PANZER- 
BUSH lobby, AH instituted Opportunity Fire rules 
i n PA N 2 £7? L EA D ER. Bas i ca II y, O p F i re means 
that a unit that expends 14 or more of its ME 7 in an 
enemy unit's LOS may be shot at; the firing unit may 
not move or shoot in its own turn. This means a 
dramatic change in the course of play, as opposed to 
PANZERBLfTZ . 

OpFire does have some positive uses—it does 
help simulate defensive fire-planning, and helps 
curb abuses of the Spotting rules (i.e., trucks and 
wagons darting past enemy units, carrying infantry 
in the most unlikely fashion). But for the reasons 
noted above, distinctions must be made between the 
various weapons-systems, or we're back to the 
super-artillery of WATERLOO and GETTYS¬ 
BURG, 

l offer the following, for both PANZER 
LEADER and any Op Fire applied to PANZER- 
BLITZ: 

!) No 'A'<lass unit may fire into a woods or 
town hex (unless an undispersed friendly unit is 
adjacent to the target hex —then it's a whole new 
ball game). Basically, this returns us to PA NZER- 
BLLTZ spotting rules, as this merely prevents 'A'* 
class from firing at muzzle-flashes. 

2) Opportunity Fire may only be performed by 
the following: 

a) all l-class units 

b) all AA units (including M16 and Wirble- 
wind) 

c) all turreted vehicles—basically, all AFV 
except the following: 

ALLIED: Sexton, M7, Recon HQ, half¬ 
tracks, M3 Scout, Bren carriers 

GERMAN: SdKfz 234 4, Wespe, Maultier, 
Hummel, Gw3H, StuH42, StG III, Murder 111, 
Hetzer, Nashorn, JgPz IV. JgP/ V, JgPz VI, 
halftracks 



c) Units with EOF may change facing within 
their hex during the friendly movement phase. 
Assistance by vehicular units is not needed, except 
lor 8Kmm and 90mm units sn PA N/.ERLEA DER , 
as specified by the general FOE rule for artillery 
therein. Units may not change facing if they have 
Lred during the combat phase immediately preced¬ 
ing. Units may not change facing at ail during any 
other part of the turn. 

d) Units under this FOF rule TA'-class towed 
arty) may utilize Op Fire if. and only if, enemy units 
have expended a full 'A of their M F continuously in 
the FOF. in addition to being in the units LOS, 
U nils su using OpFire may not ehange facing during 
the next friendly movement phase. 

4) Mechanics of OpFire (for PANZERBUTZ 
owners): 

a) Units able to practice OpFire (under the 
above rules) may l ire at moving enemy units if the 
target unit has expended % of its movement in the 
firing units LOS. 

b) OpFire is done during the enemy movement 
phase. The defending player (the non-moving 
player) watches as the enemy player moves each 
unit. When a moving unit has moved [4 of its move 
in the LOS of a friendly unit, and if the friendly 
player decides to fire, the unit is stopped in the hex it 
completes A M Fin the LOS of the firing unit, and 
the attack is performed. 

c) Each firing unit may tire only once that turn. 
When it does fire, it is to he marked (either by 
inverting it -although it is not dispersed, or putting 
some agreed marker on it—e.g., an inverted wreck 
counter.) Units that have performed OpFire may 
not move or tire during the friendly player's turn, 

d) OpFire is always voluntary, insofar as the 
firing player is concerned. He may choose not lo 
lire, whether at a particular opportunity, or for an 
entire turn. It is never mandatory, 

e) LOS, for OpFire purposes, does NO 1 extend 
into woods or town hexes, unless those hexes in 
question are spotted by an undispersed friendly 
unit, as in Spotting Rules, 


SOVIET: SlJ-76, SU-85. SU-100, JSU-122, 
SU-152, halftracks, 

(Note that the German and Allied armored cars are 
not marked as 'Turreted AFV' on the PANZER 
LEADER Unit Function Table—but, with the 
exception of the SdKfz 234 4 noted above, they 
were turreted AFV). 

3) VA'-dassed towed artillery may perform 
OpFire, as follows: 

a) All 'A’-class towed artillery units have a field- 
of-fire (FOF) radiating straight outward from the 
front three hexes in front of the unit (that is, the hex 
directly in front of the unit, and the two hexes —also 
adjacent to the unit —on either side of the front hex). 
Those units with FQFs may only fire at targets in 
their respective FQFs. !\GTEr The FOF includes all 
hexes between the three rows of hexes radiating out 
from the from of the unit. A FOF gives the unit 60 D 
traverse to either side. 

b) All units with FOFs must point the from of 
the weapons-symbol on the unit towards a specific 
hex-side. The hex—and all hexes behind it, in a 
straight line—is the center of the FOF. 


This, basically, returns OpFire to sane levels. It 
underlines the importance of armor particularly 
the tank —but, just as in the old PA NZERBLITZ, 
requires the player to intelligently utilize key 
terrain —and eienv it to the enemy. 

The importance of key terrain cannot he under- 
emphasized. Anyone who has served in the field, 
even in training, can testify to the affect a simple hill 
can have—particularly if it has to be climbed. And 
that situation can't be overcome by a complaint to 
AH that's one game where the rules can't be 
changed (or the players' benefit. Thus, 1 contend 
that PANZER BLITZ* although it did make some 
generalizations for the sake of playability, was the 
best tactical-level game made, 1 contend that the 
OpFire and amended Spotting rules inserted in her 
West From counterpart. PANZER LEA DER. 
constitute an anomaly, and the above recommenda¬ 
tions prune these rules back to manageable levels. 
Within those parameters. PANZERBUTZ and 
PANZER LEADER together can constitute the 
best simulations of mechanized warfare. _ __ 


A.H. Philosophy Continued from Page l 7 

under the old relationship. Shaffer Hall which 
had been promised to us months in advance by 
previous management was suddenly taken 
away for Friday night due to class finals being 
scheduled there. Notice of this change did not 
come until after the programs had been printed 
This meant that Shaffer could not be set up for 
Saturday activities until 10PM Friday evening. 
A prior agreement that room reservations would 
be acknowledged by JHU was not kept due to a 
communications problem. No one received 
confirmation of their reservations although their 
rooms were waiting for them At this date we 
can only speculate on what effect this will have 
on attendance But we do have a pre- 
registration of over 500 so we are guaranteed 
that ORIGINS will be the largest wargame con 
yet held. JHU is taking steps to help out at every 
turn so we hope to be able to report a very 
successful fait accompli in the next issue. 

Only 24% wanted ANZtO pbm kits and even 
less wanted them for TACTiCS ft so it is unlikely 
either will see fruition. However, the ANZfO 
Basic Game is such a good pbm game that we 
may just go ahead and run some as a service to 
game owners. Oniy 31% used the WATERLOO 
playing aid in Vol. 11, No. 6, yet 82% wanted to 
see more such efforts. Similarly, only 41 % used 
the plans for compartmentalization trays printed 
in Vol, 11, No. 1, but 79% wanted to see more. 
We li probably continue to use them from time to 
time as space fillers. 

Vol. 12, No. 1 proved to be the most popular 
issue we've ever published with a cumulative 
rating of 2.57, 07 better than Vol 11, No. 4 our 
previous best. Vol 12, No 3 will feature an 
excellent Jutland article by Dean Miller which 
will include 5 new scenarios and dozens of new 
ship counters. Naval buffs won't want to miss 
that one The 1200 point scoring system for the 
last issue showed our feature article returning 
to top popularity with Rob Beyma s 7 776 treatise 
taking the honors. The voting breakdown looked 
like this: 

1776—A Colonial Overview . 375 

Anzio Ssrios Replay. . 334 

Design Analysis.. . 171 

Tha Turk Connection . 100 

Didactic ChancsHorsvills. 79 

1931. 58 

Battle for Berlin.. . .. 33 

Wlore on Compartmentalizairun. 29 

Avalon Hilt Philosophy. ... 17 

Question Box .. . - -... - 3 

Infiltrator's Report. .. 1 

_ © 


The new WATERLOO rules are now 
available from the Parts Dept, for $1 25 While 
the game remains essentially the same, 
changes to river and forest rules affecting 
movement will probably alter play balance 
considerably in favor of the French player The 
old battle manual is incorporated into the new 
rules as are directions for printing grid co¬ 
ordinates on the board Numerous small 
changes were made which are too lengthy to 
go into here but consist primarily of removing 
ambiguities from the old rules Do not expect to 
find the new rules in a recently purchased 
WATERLOO game as it will probably take a 
year to exhaust current stocks of already 
assembled games The new rules*will be 
available only from the Parts Dept for thetime 
berng. 
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Which City 
First? 

STALINGRAD; 

EMPHASIS ON ADVANCED PLANNING 

by Richard D. Moyer 

" There is no instance of a country having been 
benefited from prolonged warfare. It is only one 
who is thoroughly acquainted with the evils of war 
that can thoroughly understand the profitable way 
of carrying it on." 

SUN TZU. The Art of War—500 BC 

In the game of Stalingrad, one side (Germany) 
has definite, set goals which take precedence over 
Ihe destruction of the enemy army in the field. To 
accomplish these vital goals, which is the capture of 
all three target cities —Leningrad, Moscow and 
Stalingrad, it is most important that a certain 
amount of time and thought be given to setting up a 
strategic plan which will I) accomplish the afore¬ 
mentioned prime objectives and 2) predetermine 
future action when the primary target cities have 
been taken. At first glance, a novice to the game can 
be lulled, very easily, into a false sense of security 
alter he notices the size of the Panzer Arm available 
to the Wehrmachi at the outset. Unfortunately, the 
result of this conclusion is normally a wide 
dispersemem of Panzer strength along the length of 
the Front with the aim of capturing all three, or at 
least two, of the target cities simultaneously. 
Repealed failures, using this strategy will awaken 
the frustrated German to the idea of bunching his 
tanks together into “killer packs" where they will be 
able to work in conjunction with each other, on a 
single front, with the aim of achieving a solitary 
breakthrough and then exploiting their combined 
advantage. 

The purpose, therefore, of the following is to 
point out both advantages and disadvantages of 
each of the three Russian cities and hopefully assist 
the Wehrmachi during the decision making portion 
of the ga me. 

Objective Leningrad; 

When Leningrad is chosen, by the German, as 
the first city to strive for the decision can be 
supported by some very persuasive arguments. 
Primarily, it is the closest of the objectives facing the 
Wehrmachi; thereby shortening the normal amount 
of time needed to reduce Russian replacement 
strength. Also, after the capture of the city. Helsinki 
is opened up, once again, as a supply route, J his will 
become an additional, invaluable asset if a flanking 
assault is begun on the Soviet capital. An attack 
against Leningrad has tactical as well as strategic 
adva n lages i n its column. I he co trip letc su bj uga lion 
of the city cannot be realistically expected any time 
before the onset of the first winter, assuming you are 
playing a competent Russian opponent. This will 
work in the German’s behalf. Just as the snow halts 
the advance to a crawl it will also freeze over the 
city’s last line of defense, the Luga and Volkhov 
rivers. If the Soviet Army has received minimal 
casualties (which they will have done, in all 
probability) these rivers are their only hope of 
containing the German advance in an organized 
defensive locale before the suburbs are overrun. 
Using foresight and clever use of the movement 
factors you have left, a bridgehead, at the very leasi 
across the rivers should be obtained even at the risk 
of attacking through the marshes and across Lakes 
Peipus and Ilmen, This wall prove essential, if 
Jacking the striking power for a frontal assault, you 
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choose to put the populace on a starvation diet by 
the Spring of 1942, 

However, along with all the good; Leningrad 
possesses an equal amount of poor and possible 
trouble points. Foremost among these latent thorns 
in the side of the Wehrmachi is the Nemunas River. 
Almost always heavily defended, this river must be 
crossed quickly and in strength to ensure a rapid 
breakthrough to Minsk and eventually the Riga- 
Dvina River line. A slow, time consuming flanking 
effort through the Nemunas-Bug River gap will 
defeat any plan to seize Leningrad quickly and even 
with phenomenal success afterward your spear¬ 
heads will be stalled outside the. now free 11 owing, 
Luga and Volkhov Rivers, Another threat to the 
success of this German effort will be the arrival, at 
the front, of the Soviet veterans from Finland, If a 
decisive breakthrough has not been established by 
the time Helsinki falls, these additional troops will 
bolster any sagging defensive areas and often 
provide enough of a reserve for the Russian to go 
over to the offensive, temporarily. The time the 
Finns gain for the Wehrmachi should be put to the 
best possible use. If the advance eastward is swift 
enough the Soviets might even be forced into a 
garrison situation if required to disengage units in 
Finland to contain a thrust on the main front. This 
last statement, of course, is pure conjecture and its 
validity will stand or fall in any number of 
situations. Proper procedure and Grand Strategy, 
in this instance, will be left to the discretion of the 
commanding German General, 

Objective Moscow; 

Moscow, the Soviet capital and heart of the 
Russian war machine in real life, holds no political 
and morale boosting aftereffects in Avalon Hill’s 
recreation of the campaign as it did during the 
actual conflict. Therefore, it should be dealt with 
like any other objectives on the German agenda for 
conquest. To delve into the advantages of assaulting 
this city, it is wise to visually scan the mapboard 
first. The initial glance will show you that the 
geographic position of the city, in the center of the 
Soviet Union, would be a definite boon to the 
Wehrmachi should it fall into German hands. 
Future operations against the remaining two cities 
would be made a good deal easier with the German 
Army positioned in the center of Russia, Flanking 
possibilities are boundless and the German Panzer 


arm would be in store for its prime intended usage. 
Because of its central location and the difficulties 
that would occur should the city fall, Moscow is 
usually defended most tenaciously by the Soviet 
Army. This will mean that, at the beginning of the 
game when German losses play a less important 
role, the Wehrmachi will face an extremely rigid 
defense. As the game progresses, naturally, a severe 
German casualty rate will hinder swift progress as 
more and more strong units, from the spearheads, 
will have to be dropped off and left behind for flank 
protection. However, in the months prior to the 
Russian replacement rate German losses can be 
justified and accepted as a necessary evil in 
exchange for the capture of Moscow. The losses that 
will be inflicted on the advancing Wchrmachtcan be 
further rationalized by the knowledge that if the 
operation is successful the General Staff may rest 
assured that their advance was over the flower of the 
Soviet Army, A flower that may not ever bloom 
again with the loss of this very important objective, 
Moscow, is by no means the easiest of the three 
targets to take. In fact, it may even be classified as 
the most difficult. The trouble, in capture, could 
stem from any number of possible problems. The 
city is protected by an extremely large amount of 
geographic defense lines. Paramount, once again, is 
the Nemunas River and Minsk. Close behind this 
first stumbling point is Smolensk and the Dnepr and 
Dvina Rivers, a tough nut to crack. Indeed, if 
competently defended. With the Pripyat Marshes 
protecting their flank to the South withdrawal can 
be expected from one doubled position to the next. 
Unless the Wehrmacht has succeeded in indicting 
severe, crippling losses on the withdrawing Russian 
Army a frontal advance, eastward, along the 
Moscow Highway could turn into colossal Napole¬ 
onic disaster. (See Diagram !,) A two-pronged 
thrust, on either side of the Pripyat Marshes could 
provide the answer However, for either arm of the 
pincer, whether it be the North or South, to make 
any notable progress a majority of the available 
tank strength will have to be allotted to one side. 
This reduction in striking power may have severe, 
long-range, adverse effects on the campaign as a 
whole. The Wehrmachi assuredly will discover itself 
being channeled into what may turn out to he a 
tedious and fruitless salient ending abruptly at a 3-1 
proof defense line. Many times this salient can be 
seen being formed in the central sector with 
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Smolensk as the farthest advance position. If this 
should turn out to he the case, replacements from 
Leningrad and the returning units from Finland 
may prove to be just enough to provide the Russians 
the strength for a Winter counter-offensive. 

Objective Stalingrad; 

Stalingrad, the southernmost city that the 
German Army must deal with, is given secondary 
importance by many Tor various reasons. To 
mention several you would have to say that the 
distance from the Russo-German border to the city 
is enough to frighten some away in itself. Another 
would be that many very good German comman¬ 
ders still live under the popular misconception that 
they will be given the city, without a siege, if they 
drive hard enough on Moscow. This ‘‘gift," so to 
speak, will be received very seldom if at all. 
Therefore, we must assume that the Soviets plan to 
defend Mother Russia with the utmost zeal and 
tenacity and base a conclusion upon that. The 
positive aspects, then, of a Southern Campaign 
would be primarily surprise. A very strong sense of 
security is created tn the Russian camp by the 
numerous rivers (i.c.* Dncstr and S, Dug), crossing 
through a majority of the Ukraine. Therefore, speed 
and daring are of the utmost importance in this 
sector of the front. A quick crossing of the Prut 
River in J une. 1941 in conjunction with a thrust into 
the Lwow area and in July with a move through 
Hungary is many times sufficient to create disorder 
and a lack of continuity in the Soviet defense. Once 
a breakout has been achieved, by the Wehrmacht, 
doubled terrain positions are scatteredwith tremen¬ 
dous areas of wide open steppe separating them. 
This will greatly cut down on the time, at first 
glance, it looks as if will be needed to arrive at the 
gates of the city. The Southern front is the largest of 
the three we are analyzing; therefore, a greater 
number of troops will be needed to protect it 
sufficiently, thereby weakening the other fronts. 
Land gain is tremendous and quick. If a Southern 
assault serves no other purpose than to cut dow n the 
necessary time of the campaign in terms of miles 
traversed, without loss, it has one major irrefutable 
plus in its favor. 



However, just like the other two cities, a thrust 
toward Stalingrad has its dark side. As has been 
previously mentioned speed and daring are of 
paramount importance. Should the spearheads of 
the Wehrmacht be blunted, thereby necessitating a 
slowing of the offensive, the surprise element is lost 
followed quickly by German hopes of Eastern 
Conquest. Decisive battle must be sought in an 
effort to destroy Soviet resistance before the Dnepr 
River and Kiev. If an orderly withdrawal is 


permitted the Wehrmacht should expect a tong, 
hard struggle without victory. Once the Dnepr has 
been breached along a wide front a slow delaying 
campaign is put into practice by the Soviets as they 
back up gradually eastward toward the relative 
safety and solace offered by Kursk and Kharkov. If 
the Russians are successful in this endeavor, with a 
sizable troop concentration, the Wehrmacht may 
find branching out across the steppe most difficult 
and once again be easily channeled into the salient 
formed by Kharkov-Donets River-Rostov, This is 
very unstable territory and a Soviet counter-thrust 
back into the Slulino area may end the campaign in 
disaster. Shades of the German Sixth Army. (See 
Diagram 11.) 


Additional Insight: 

Diagram 1 is an example of a very misleading 
Soviet defense, A quick glance will lead to the 
conclusion that the Red Army, being unwilling to 
sacrifice the Upper I>nepr River around Smolensk, 
has decided to fortify its eastern banks and put up a 
delaying action on the approaches to Moscow. 
However, after closer scrutiny, it becomes quite 
apparent that a thrust made by the Wehrmacht. in 
the direction of Rzhev, might very well end in 
disaster, A Russian counterattack back across the 
Dnepr w ill seal off any Germans foolish enough to 
have moved into the salient. Worse yet, would be a 
Soviet assault into Smolensk; leaving their leading 
spearheads, on both sides of the pocket, in doubled 
positions. Reinforcements, from Moscow, will 
suffice to Jock shut the eastern edge of the 
"cauldron,” The 4-6-4 defending on the river, above 
the city, serves the purpose of "sweetening the pot”; 
meaning the Wehrmacht will have to move at least 
eighteen (18) attack factors toward it to achieve a 3- 
I battle. 

Diagram II illustrates the head long impetus of 
the German Armies in the South. The Dnepr River 
has been breached along a wide front and troops 
and equipment literally pour into the Donets River 
Basin (the most direct route to Stalingrad). Once 
there, the plans call for the final death blow to be 
dealt to the reding Soviet Armies outside Stalin¬ 
grad Although [he Russians are short of breath they 
are always quite capable of forming up formidable 
defense lines as they draw closer to their supply 
bases in the rear, A quick Soviet counter blow 
delivered to the rear of the German spearheads will 
sever communications and supply from the rest of 
the Army leaving the advanced German units 
stranded and helpless outside of Rostov, 

The table below exemplifies only five of the 
many questions a German commander should ask 
himsdl before embarking on a campaign of Eastern 
Conquest, Each of the questions has been rated on a 
scale ol three; excellent, good and lair, based upon 
the probability of their chances for success. You will 
notice that I purposely omitted a poor or no chance 
at all rating. This was done to demonstrate that 
nothing is impossible and that things that "appear” 
difficult to overcome are, in reality, onlv facades to 
cover weakness, A know lege of the enemy's 
intentions plays a major role in any military 
campaign whether if be genuine or fantasy. To be 
able to expect things prior to their happening will 
enable you to prepare for and counter them before 
crippling damage can be inflicted on your forces. 

Observations and Conclusions: 

Operation Barbarossa is a gamble, Hitler 
realized this when he risked sending his legions into 
a two front war in 194E Due to the immensity of 
Russia, it cannot be conquered and occupied as the 
Western nations of Europe could before her 
Therefore, only through the use of w ? ell planned. 


thought out and executed hammer blows directed at 
the country's moral and political centers can the 
regime hope to be toppled and replaced. The 
Wehrmacht must seek decisive battle early in the 
game when Soviet replacements are minimal. 
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To enter into a campaign like this without first 
analyzing Soviet deployment and laying out the 
German groundwork for the assault w ill prove to he 
a futile and frustrating experience. I have attempted 
to present, here, the pros and cons of each city to 
assist the Wehrmacht during those crucial and 
vitally important first 5-10 moves. After the primary 
objectives have been decided upon and Germany 
has embarked on her Eastern odyssey, make every 
effort to adhere to the original plan. Opportunities 
will present themselves as the progress of the 
Wehrmacht picks up initiative that appear to be too 
good to be true. However, think before you 
disengage your heavy units from the line, to attack 
that 2-3-6 defending a river Is the weather about to 
turn bad? Will the Infantry be able to retrace their 
steps, in one turn, to attack their original objective 
or will the from outrun them and leave them lying 
dormant in the pacified areas behind the line? Time 
works for the Soviets and many clever Russians will 
use (his ruse to lure you away from your objective, 
Playing "hop-scotch” with your tanks is alright and 
even beneficial during the early stages of the game. 
I hen the Wehrmacht is frightening on interior tines 
and transit can be accomplished with a minimum of 
effort. It serves to weaken and stretch the Soviet 
defensive front. However, don’t be misled into 
traversing half of Russia to get the "easy pic kins” 
after you have committed yourself and your 
oppo ne n t k n o ws. a s we II as you. w he re t he i n t e nd e d 
strike will be. Pick your target and make every 
possible effort to stay with it, 

I he Soviet Union is far from unconquerable 
provided the German knows where he is going, 1 
hope that through my commentary and diagrams 1 
have helped, in some way. to shed some light on the 
strengths and weaknesses of the colossus which is 
Russia. 



A.R.E.A. RATING SERVICE 

As outlined in The General, Vo 111. No. 5, Avalon Hill 
offers a lifetime service whereby players are rated 
in relationship to other game players. Return 
coupon NOW, along with the $2,00 lifetime service 
fee lor complete details on the Avalon Hill 
Reliability Experience & Ability Rating. 

□ I don’t object to having my name and address 
printed in The General with the rating lists I rate my 
self 

□ A—an excellent pfayer 

□ B—a good player 

□ C—an average player 

□ D—a novice in my first year of gaming 

□ E—a beginner 
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Letters to the Editor ... 


Dear Sir, 

Timeless as it may seem, Origins of World 
W'iir II is still al a comparatively young stage in the 
Avalon Hill line. Ms main idea, the diplomatic 
conflict of 1935-39, provides a well rounded aspect 
cf events leading to World War, 

With this venture in mind, The Historical 
Objectives Chart becomes the main focal point of 
action, lead mg to a stimulating source of under- 
standing:, to the conflicts arising in this situation 
Germany's position of powerful influence allows 
ike domination needed for the vitality of the 
gmwlh of Nazi control 

The control of Austria is perhaps one of the 
priority functions of Germany in the opening 
turns. Indeed. Hitler called; “'The most disgraceful 
aspeel of the Treaty of Versailles'’ that which 
forbade the union of Germany and Austria. Iking 
j it Austrian himseil" by birth. Hitler intended his 
native land to be given back to the community of 
the German people and to become a part of “The 
Greater Germany* 

The only barrier however, thill kepi him from 
carrying out his idea when he first came to power 
uxs Italy The I la Ini ns had no desire to have a 
common boundary with Germany. Instead, they 
preferred Austria, because il was n weak stale 
which could serve as a cushion against Germany. 

However, the entire situation changed after an 
unsupported movement to revolutionize the 
Austrian government failed, and with the Italian 
invasion of Ethiopia in hand. Hitler was in the 
driver'* scat. As a result, by the end of 1936 
Germany and Italy had come to an understanding 
concerning Austria. 

Austria then came mto a difficult situauon. 
Van Sehuschnigg, who wanted an indcpendent 
ifflull Male, agreed with Hitler in that Austria, 
nil ho ugh independent, was “A German Siate." 
Schusehnigg had hoped that his move toward the 
Nazi's regime in Germany would cease Austrian 
Nazi agitation in his home counl ry. This was of 
count. m vain. 

Meeting with Hiller later in Bavaria, 
ichusehnigg was told to place his government into 
the hands of the Nazis. Yet even after this he still 
favored h free election by the people ol Austria to 
determine whether lo become pro-Nazi or remain 
independent. 

Hitler, outraged at this action, sent troops to 
(he Austrian border. Left with no help from the 
oatsidc, Schusc h n igg was forced to resign and t urn 
Austria over to the Nazis. Hitler had again 
succeeded, and he was free to move on, 

We are then left with the question of the 
possible effect of these actions on the game. 
Indeed, Austria has a precise bearing to the effects 
ol Germany winning the diploma lie war and I he 
cbitn sponsors an ad equate point value. Bui I 
believe more of a stress should be placed on 
Germany's control of Austria as a part of winning 
the pmc 

Therefore, in the light of the question of 
independence or Control and to stimulate the role 
ul elections in that slate, I propose thill a roll of the 
die be used to indicate the outcome. A die roll of 
\X or 3 meaning I ndependeni and 4,5,6 indicating 
pro-Nazi control. The end result would be that if 
Germany, at the end of the game, has a control 
counter in Austria, and I he country elected to 
remain independent, the control counter would 
(inly be worth 3 points, Otherwise, a I tribute the 
normal 4 points. 

Hitler did hold an election but it was done in 
typical Nazi fashion and as a result 99% of the vole 
was pro-Nazi 
Michael W. Ziegler 
lot Angelos, CA 

★★★★★ 

Dear Sir 

These days I fed the trend is to buy a 
wuiganie, play it once or twice, then put it in your 
dascl to collect dust. This seems like a waste of 
money, time and effort. Most people probably 
raid the rules, campaign analysis booklet and 
situation cards to PANZERBUTZ, play u game, 
Ihen set it in their closet and buy a new game. They 
may never play PANZERBUllt again, or, when 
they do get around to playing it have forgotten the 
rule*. There is nothing more frustrating than !o 
play THE BA TTLE OF THE BULGE for a while 
and then try to reassociatt yourself with PA N- 
ZERBLITZ 

But I believe that the GENERA L turns many 
□ f these types into better gamers. With contests. 
Variants. historical data, game ratings, etc., 
people become more interested in a variety of 
games. J know because 1 was one of those who 


would buy a game, play il once, buy a not her game 
types. The GENERAL has truly been a great help 
to me. A hearty “well-done" to the staff! 

Daniel Wayne Lee 
Coronado, California 

Ed, Note. A If hough ne me hardly like to come out 
with a stand a gains t buying new games, ur do 
agree that few people pla v the games wed anymore 
due to a lack of experience with each one. 
Improving the quality of play of Its readers has 
long been a goal of the GENERAL. 

■*★■**■* 

Dear Sir; 

Here wc go with yet another modification of 
OUTDOOR SURVWA L 

This modification deals with scenario 5, 
“Pursuit". Having played this with 3 pLayers (2 
guards and I escapee) I find that, with a little 
thought on the part of the guards, concerning 
initial placement of their person counters, the 
escapee may be run to earth fairly quickly. 

In order to give the escapee a better chance in 
the three-person game, or in the two-person game 
with people of varying ability. I have devised a 
“tactical** level addition to the basic rule that, 
when the pursuer enters the hex containing the 
pursued, he automatically finds him 

The first modification concerns the use of 
“outpost" counters—iI the escapee enters a hex 
occ u p icd by a n out post. it is treated as i f he c ntcred 
a hex with a guard of equal movement capability, 

At the conclusion of the escapee's turn (after 
wilderness encounter section) if he has moved into 
a hex containing a guard or outpost, the following 
calculations are made; subtract the escapee's 
movement factor from that of the guard(s) 
occupying the hex. and develop a number that is 
either zero, plus or minus, freal this number as zero 
for an outpost. If the square contains a river, 
subtract E from ihe first number. If the hex 
contains a trail, subtract l if the cxcqpcc has not 
entered the hex at the traU rate. (otherwise add I to 
the basic number). The escapee rolls the die and 
adds the developed number to it (remember, 
adding a negative number reduces the number lo 
which it is added). II the resulting number (die roll 
plus correction number) is less than the move mem 
cost of the hex (considered as ONLY plain, forest, 
mountain, or swamp no river and or water or 
trail correction), ihe escapee escapes detection, 
The die must be rolled as many times as there are 
pursuers and/or out posts in the hex. Note that.ifa 
guard lands on the hex subsequent to the escapee, 
the same procedure is gone through a I the end of 
the guards wilderness encounter phase, hut only 
for the guard. 

lor example, the escapee Lands on a hex 
containing both an outpost, a guard, and a river. 
The type of terrain is forest. The escapee is at the l 
level, ihe guard ai the D level. 

1. The outpost is rolled first. The correction 
factor is 0 (outpost) 1 (river) - A. The escapee 
rolls 2- 2 - I = I, which is less than 2 (forest move¬ 
ment!) = escape. 

2. The guard is rolled next, The number is; 4 
(guard MF) 3 (escapee MK) l(rivcr| = 0. The 
escapee rolls 1. I - G - I. again Jess than 2 (forest 
movement cost), and again escape. 

3. A guard at Life Level E enters the hex, As a 
result of wilderness onco urner, he loses J Life level, 
to F, Now, the number is: 3 (guard) -3 (escapee) 

I (river) = I The escaper rolls 3,j -1=2, hence 
the pnsiuncr is captured il js equal to forest icrram 
movement, no river.) 

Craig E, Ransom 
Baltimore. Md. 


Dear Don, 

Panzer Blitz fans, or anyone who has recently 
read Gulag Archipelago, should look into AI 
Slewart's album. “Past, Present,and Future."The 
first cut on side two is entitled "Roads to 
Moscow," a disturbingly beautiful song that runs a 
hit longer than nine minutes to cover four years of 
war in Russia. 

The instrumental work is largely guitar and 
violin, hut it's the constant soft-spoken imagery in 
the lyrics that sends you scrambling for ihe Panzer 
Blitz set, I don't recall the exact words, because 1 


only heard them two or three times, but one of the 
verses went so me thing like this: 

"Two broken Tigers on fire in the night. 

Losing their souls to the wind. 

The flames of the Tigers are lighting ihe road 

to Berlin." 

If you ever gel a chance to listen to "Roads lo 
Moscow", you'll buy ihe album, 

Jimmie Long 
Shreveport, LA 

*★**★ 

Dear Sir: 

In the Jan-Feb General, J.R. Jarv Inert's article 
on British strategy in Scenario R2 of /77* has a 
small inaccuracy which could have, depending on 
the players involved, a far-reaching effect He 
stales, with regard to the American forces at Ft. 
Ticonderoga, that The defenders cannot escape, 
nor can they he reinforced,' The latter statement is 
correct, bul ihe first is not. In accordance with the 
Question Box ruling in the Sept-Oct (974 General, 
ihe Americans can leave the fort via their bateau. 

I feci sure, however, that Mr. Jarvinen had 
submitted the article to you before the Sept-Qct 
General came out, and ihus was not aware of the 
rules clarification. 

The question is, where do the Americans go'.' 
They can neither debark at the end of Lake 
George, nor attack St. Johns. Either of these 
positions is an open invitation for thcBrilish from 
Ft. Ticonderoga to crush them. Instead they 
should leave the artillery unit in. the fort and move 
the bateau. 4-8 and 0-8 supply unit to KKKJEf, 
KKK38 is the optimum choice because to reach 
that hex the British supply unit must attempt a 
forced march of 6 MP* a highly dangerous 
procedure. Thus, if the British decide to follow the 
Americans via their own bateau, they will be 
unapplied and attacking at odds of 1 I (516/3}. 
Of course, the British can decline lo pursue, bul 
this leaves the Americans within striking distance 
of Canada. 

If the British do follow and attack, and if the 
Americans can get a -1 or more through the 
matching of the Tactical Cards, they might win the 
battle decisively, and should at least be able to 
inflict casualties disproportionate lo their size. 
The loss of a major portion of the St, Johns* 
expedition could prove disastrous to the British 
game plan. 

Charles Starks 
West Stock bridge, MA 

Ed Note: A plan always looks different 
when *een l hr a ugh another man's eyes. For 
example, yours takes into account a British 
forced march when Supply is mu allowed so force 
march. 

*** ** 


Gentlemen: 

I think that your AREA rating service is the 
best idea Avalon Hill has come up with in a Long 
time. The wargaming community has been in need 
of a reliable way to test an individual's wargame 
and Strategy skills. Although a system such as this 
has been in use on a smaller scale, the GENERAL 
is a perfect vehicle for spreading it all over the 
country and the world. 

One of the belter things made possible by the 
service is that a person can pick a suitable pbm 
opponent, Many players, including myself, are 
hesitant to play pbm because of opponents that 
either cheat or skip out of a game in progress., 
although fortunately those types are in the 
minority. Gone will be the days of anxiously 
waiting lo see if your opponent has moved or 
skipped. 

Picture the situation of a young,ambitious 
wargamer in an isolated area. He plays pbm in 
every AH game and wins almost every time. Yet, 
he cannot make his name known in wargame 
circles, even when he writes brilliant articles for the 
GENERAL Then, like a miracle, the AREA 
rating service is started. Modest as he is, he puis 
himscb down as an average player In the months 
thai follow, he climbs up the rating list by leaps 
and bounds, Soon he is near the top, and is finally 
noticed and recognized as someone who is 
(barring fraud) a very good player by anyone who 
glances at the list. A rather dramatic portrayal, hut 
it gets the point across. 


The Qualifiers rating is a necessity, A person 
could play "pushovers" and/or cheat and get a 
high rating, but sooner or later he will be flooded 
with challenges from better players because he is 
near the head of the list, supposedly one of the best 
that reads the GENERAL Other than that, the 
Qualifiers rating is needed to get an idea of how [he 
player got his AREA rating, so an individual can 
pick an opponent who is ac the same degree of skill 
as himself. 

An added bonus [o the rating service might he 
a tournament. At the end of a specified time period 
(a season, if you will) the top fifty players have the 
option of entering the Avakm HiLl-sponsored 
tournament, There would probably have to be one 
game basic lo ali players that would serve as ihe 
only game played, so the tournament is made as 
unbiased to one game as possible. This is where 
cheaters and frauds would be knocked down. If 
they declined entering the tournament, they still 
would be deluged with challenges. Some player 
might get suspicious (ibout that person and 
complain, perhaps getting the person tossed out of 
[ he ra t i ng serv ice, M ay be pa rt of t he ra t ing sh ou Id 
be based on the average rating of the person;, an 
individual plays against. 

The AREA rating service should be a big 
success. The more people that join, the belter it 
wilt he. In a year or so it should become a good 
indicator of who's who in Wargaming, 

Brian Thomas 
Edina. MN 55424 

Ed, Note: The A R LA rating sendee does Indeed 
have a lot of potential for promoting war gam sag 
os an organized activity. Besides the oviom 
advantage of matching opponents of equal ability 
and sorting out the chronic rum plainers or 
quitters, it does offer a medium wherehv recogni¬ 
tion can he gamed. A "Top 20" lisifor war gamers 
is possible as are tournamentsfor those with equal 
skills However, the system needs wider accept* 
ant e if any of these things are to come to pass. If 
you are at till Interested in seeing A REA promote 
and improve competition in the hohhy. you can 
enter ftr sending m S2.BB and an assessment of 
your skill level (excellent* good, average, fair, or 
novice) to Avalon Hill- Mark the envelope— 
ATTN: A REA. 

***** 

Dear A H.. 

I'd Like to compliment you on the production 
of / 776. L have most A, H. games and feei that this 
one stands on top of the heap. I he advent of 
multiple combat and the new tactical card system 
has really put the wargamer on a single hex; he 
can't sit back on his easy chair watching his 
cardboard counters from a safe distance . , no, 
he must get into that hex and fight . refuse the 
left, enfilade right, plow up ihe middle. He can see, 
hear, feel, smell, and taste the cold reality of 
combat. 1776 has so much to offer: the movement 
tactics of j Panzer blitz, the terrain of Outdoor 
Survival . and the grandeur of The Third Reich. 

Of course, i 776 is not without its flaws. What 
I found to be a very frustrating error in design is 
the i^DE and J ^AE cells of the Advanced Game 
CRT. It seems that the CRT was designed so that 
the higher the die roll achieved by the attacker, the 
more effective was his a Hack, and thus the more 
favorable the results would be to him. This, is 
generally true, except when the player who 
receives a %DE or ^AE only has two strength 
points involved For example, in a case of 3-1 
odds, if the defender has two strength points in a 
given hex and the attacker rolls a 3 (he defender 
loses both strength points; however, if the die roll 
is 4, 5,6, or 7 the defender only loses one strength 
point. This situation destroys the assumption 
underlying the design of the CRT (i,c„ the higher 
the die roll, the more successful the attack). Under 
the present system, when ihe defender has two 
strength points in a hex, it doesn't seem "to pay" 
for the atiacker to roll in the artillery and other 
means of upping ihe die roll . . . this, I say, is a 
ludicrous situation. However, there is a simple 
solution: alter each i*AE on the CRT place an 
asterisk (*); after each ^jDE place two asterisks 
(■"); to the left of the CRT there is ample room to 
make the following footnotes; 

* or AE2, whichever is greater. 

** or D£2, whichever is greater 

A final note to J776 history bufTs—let's have 
some more scenarios! In Vol. 11, No, 4 of The 
General. Robert [>. Harmon did such a fantastic 
job of enriching the Panzer blitz game. Certainly 
the same can be done for 1776; there are so many 
instances from which lo choose . , , ihe units in 
my 1776 box are pleading for action! 

Ron Magazzu 
Parsippany, NJ 07054 
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TIRE: CHAN CELLO RSVILLE '74 Edit 

Division and Brigade Level Game of Ihe Civil War Battle 


S8 


CHANCELLQRSVtLLE i$ the 1 7lh game to 
undergo analysis in the RBG and faced well 
with a cumulative rating of 2 68—the 6th best 
such rating to date, However, it proved to be a 
middle of ihe road' game as far as the ratings 
were concerned It fared no better than 3rd Or 
worse than 9th in any of the individual 
categories Tne besi performance came m the 
' Completeness of Rules' 1 category where it 
proved 3rd best in ihe line behind AFRIKA 
KQRPS and STAUNGRAD. Ttiis rating appears 
valid based on ihe scarcity of questions 
pertaining to the play of the game. The low 
poini for the game was the Play Balance 
category—a fault which i£ easily corrected. 
Some misleading playtest reports led us to 
change the victory conditions for the Union 
from a 3 1 ratio of combat factors to 4 1 at the 
last moment. This change was probably iga 
much too soon, Requiring the Union player to 
have a 3:1 factor superiority at game end goes 
a long way towards improving the play bat- 
a nee. 

Many of the comments I've heard about 
the board are derogatory due primarily to what 
they classify as a garish color scheme It is a 
point of view this reviewer does not share. In 
my opinion, the highly playable, ambiguity free 
board is a big plus Unfortunately, it was flawed 
by the mislabeling of Ihe U.S. Ford—even 
though this error is pointed out in the body of 
the rules. 

The CHANCELLORSVtLLE game system is 
an excellent one—realistically portraying the 
need for a position in depth and mobile 
reserves. The 'disruption -push' combat system 
lends itself to extremely exciting play with the 


fortunes of divisions shifting every turn from 
near annihilation to stunni ng victories Unfor¬ 
tunately, the Viclory Conditions are not on a 
par with ihe excellent game system. No 
accounting is made tor maintaining lines of 
supply, leaving the possibility of a totally 
surrounded, entrenched Confederate force 
claiming a victory, 


Bui CHANCELLORS VfLLE remains an 
excellent game, especially with adjusted 
Victory Conditions to aid the Union cause A 
playing time of 3 hours places it in good stead 
as a fun ingredient in any afternoon game fest 


WHAT THE NUMBERS MEAN: Put simply, ihe 
results can be considered like this; Anything 
under 2.00 is pretty darn fantastic, Scores ranging 
from 2-3 are excellent while 3's must be con¬ 
sidered good, 4 through 4,5 would be considered 
fair, with the upper half of (he 4,5 combination 
considered poor, 


l Physical Quality 

2. Mapboard 

3. Components 

4. Ease of Understanding 

5. Completeness of Rules 

6. Play faience 

7. Realism 

8. Excitement Level 
S. Overall Value 

IQ. Game length 


2.62 

2.57 

2.45 

2.26 

2.52 

3.43 

3.07 

2.55 

.. 2,64 

3 hr., 8 min. 



ANZIOi 

Q„ The Basic Ganw vict o ry conditions cite 9 cities 
(C. 15.A3, but only Kurc listed What is the ninth? 
A. Anidof 

Q. Reference rule D.2 C, what it some Axis 
attackers have air superiority, and some don't, all 
a gains! the same defender? 

A. If at least half of the Axis units attacking enjoy 
air superiority, then the enure attack would he on 
that basis However, if less than half of the 
attacking units (regard less ofsmri do not have air 
superiority, the entire Lit lack would not. 

Q. Does K52 contain a riser? 

A. No 

q. Does the Italian Ccntauro armored division 
(M-K) have an at lack factor through a rough 
terrain hex-side fret. rule D,4,A-1)? 

A. No 

Q, Reference rule D.3 D.2JI ihe Allies interdict a 
hex (not a unit in that hex), would a unit starting 
its turn in that hex lost strategic movement': 1 
A. No The unit would have to pass through the 
interdicted hex. and starting its turn in it is not 
considered passing through 
Q. Reference rule t.S.B, would the German 4 
Para division enter Jan. I, 1944 if for any reason 2 
Patti is not available to be withdrawn (for 
example, it might have been destroyed)? 

A, No. 2 Para must exit for 4 Para to enter. 

Q, Reference Rule H 4 C. 12.b. if a unit is 
defending on a river hex, and is attacked and 
destroyed, resulting in breakthrough movement, 
can the attackers use that movement to crass the 
river and move off on ihe other Mde ,J 
A. No 

Q. in the first edition, each of the 3 German ersatz 
divisions may be exchanged tor 3 replacement 
counters when at full strength, or 2 counters when 
inverted. Is this Mill true in the revised game? 

A. Yes, The exchange can he done at the start of 
the German turn, before moving- Remove the 
ersaU division or divisions in quest ion and replace 
each one with 2 or 3 infant r\ replacements. These 
appear in the usual manner, not at the location 
from which the ersatz division was taken, unless 


that was a replacement entry point ll the ersatz 
division(x) were isolated, the exchange could not 
occur unless and until the turn utter isolation wax 
lifted- The 3 ersatz divisions enter the game Aug 
111. 1944. only in ihe two stronger OGBs, 

Q. Can the ersatz divisions themselves be rebuilt 
using normal replacements') 

A. Yes. Apart from the option of exchanging 
them tor replacements, they arc like any other 
infantry units, 

q. Is it forbidden to retreat “forward.” that is, 
"behind enemy lines'?'" 

A. Not specifically, although Advanced Game 
Supplementary Rule 4.C should have that effect. 
Apart from this, there are several reasons why 
there is no such rule: it is not always obvious what 
constitutes such a retreat;, it could conflict with the 
retreat through rone of control rule: such ret reats 
arc not always unrealistic. 

D-DAYi 

q, 1 have seen conflicting answers on the 
matter ol Allied second landings in D-Day, Once 
;i iul lor all may Allied units in subsequent turns 
of an invasion land on a coastal hex in enemy zoc? 

A, No, but they may land adjacent to German 
units if fortresses or rivers block the enemy z.oc. 
The same interpretation applies to control ol 
supply on the beaches. 

Q. A unit attacking out of a fortress or across 
a river must attack all adjacent enemy units Hut 
what if those adjacent units arc in a fortress or 
separated hv yet another river? 

A. In that case, the attacker must attack only 
those units which exert a roc on the attacked hex 
and are adjacent to the attacker 

q. Du paratroops landing hv sea during an 
invasion count against the infantry initial lift 
capability? 

A. Yes. 


GENERAL BACK ISSUES 
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JUTLAND: 

q. May Capital ships fire 
Light Ship counters? 

A. No. 
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James Stahler made it two wins in a row in 
the IGB mini-tournaments by taking the honors 
in the recent AFR/KA KORPS contest with 4 
victories. The next IG8 event is scheduled for 
September 13 when the highly popular Rich¬ 
thofen's War Demolition Derby of Origins I fame 
will be repeated. All gamers in the area are 
invited to drop in at 1501 Guilford Avenue for 
the action. While here, you can look over the half 
price supply of damaged games and enjoy 
competition of all sorts. 

The interest Group Concept is continuing to 
spread to cities across the country The UTA 
Historical Simulations Society meets every 
Friday night in the UTA Student Union Building 
in Arlington, TX. Interested parties should 
contact John Trice at 7525 Laurie Dr.. Ft, Worth. 
TX 76112. 

interest Group San Francisco under the 
direction of Michael Peterson meets bi monthly 
at the ' Gardens" Recreation Hall, 1919 Alame¬ 
da de las Pulgas, in San Mateo, CA. Among their 
plans for the coming year are a Bay Area 
tournament based on the PWA-AH 500 struc¬ 
ture of Origins I Mike can be reached at 415- 
574'5998 

Yet another Interest Group goes under the 
name of Suneoast Wargaming Confederation 
and draws members from Pinellas, Hillsbor¬ 
ough, and Manatee counties in Florida Contact 
Steven Fellerman, P.Q. Box 11694, St. Peters¬ 
burg, FL 33733. 

Tom Oleson, the hyperactive devotee and 
designer of ANZIO is offering a free Errata 
sheet to all Anzio players who request same 
and include a stamped, self-addressed enve¬ 
lope for the reply. Interested parties can 
contact Tom at his 1200 High Ridge Lane, 
Santa Barbara, CA 93103 abode. 



Philip Roth, author of Goodbye Columbus 
which won the 1960 National Book Award for 
Fiction, was photographed for the cover of a 
recent book with an Avalon Hill game clearly 
discernible in the background. This is just a little 
more evidence of the rising popularity of 
wargaming. The game, seen beyond Roth s left 
knee, is Gettysburg, 


Infiltrator’s Report 



Avalon Hill Baskeiball Strat&gy League 1975 Champion 
Dennis Yost (left) is being congratulated by League Commission¬ 
er Gary Sipes. 

Dennis Yost, pictured above, swept the final 
round play-offs of the Avalon Hill Basketball 
Strategy League by besting Paul Gldakers 
Houston Rockets team in 3 straight games. Yost, 
who finished second in regular season play in 
the 10 team league, edged Don Greenwood s 
favored Kmck team in overtime to win the 
preliminary round before outclassing the Rock¬ 
ets, The Brave's play-offs victory garnered Yost a 
first prize of $50 

The A.R E.A, system continues to grow 
slowly with a total player pool now in the 
neighborhood of 800 players. 85% were in favor 
of printing the 'Top 20" listing of AR EA 
members in each GENERAL and 71% liked the 
idea of the GENERAL sponsoring A R E A pbm 
tournaments. We agree and think that it will give 
the hobby a much needed direction so we will 
implement both suggestions at the earliest 
opportunity. However, neither project can begin 
until the player pool builds up a reliable rating. 
Once enough players have reached the Provi¬ 
sional Level (10 rated games) in the ratings we 
will begin these projects. In the meantime, if you 
are not an A R E A member you should try it 
out—especially if you plan to do any pbm gaming 
at all. 


The new edition of the AFRIKA KORPS rules 
are now available However, as the changes 
involved with the new edition are limited to a 
one page appendix of questions and answers we 
do not recommend their purchase unless you 
are really turned on by having the latest version 
available. If you do order them however, be sure 
ihai you specify the new 1975 edition. The rules 
and manual sell as a set for $1.25. 


A R E A members who submit requests for 
opponent matches via the AREA, system 
should remember that they don't get a reply 
without a stamped, self-addressed envelope. 


Organizations seeking public announce¬ 
ments of tournaments and conventions in the 
GENERAL are reminded that such material must 
be received at least 3 months prior to the activity 
taking place. We receive many convention 
announcements which we d be happy to publish 
but which must be discarded because the event 
would be over by the time the next GENERAL is 
printed. 

From time to time we get inquiries about how 
to read your subscription code. It is a very simple 
formula. Each nameplate should contain a 1 or 2 
digit number followed by a / and another two 
digit number The first number is the month of 
the last issue of your subscription The second 
number is the year. Thus, if you have a 7/75 on 
your envelope this is the last issue of your 
current subscription Readers are asked to note 
that although our current Parts List and Order 
Form lists prices only through June 30th we 
plan no price increases during the balance of 
1975 and thus the quoted prices remain valid. 

The solution to Contest No. 66 was provided 
by Anno designer Tom Oleson It featured a 
commando raid with 82/504 landing at Y65(A). 
Then the Allies drop 82/505 and 82/325G at 
X66 (B). A roll of 1 3 is necessary to permit these 
two regiments to advance next to the German 
unit at Y64, for a 4-1 attack (using one of the 3 
Allied air factors). This is an automatic victory, as 
a 4-1 is certain to destroy the 1 step of the 
German erstaz unit. 



The German infantry unit is now out of 
action, so no Axis ZQC blocks Y63-Y65. The 
British 46lh Division moves Y63-Y62, attacking 
the German unit at Y61 at 4 1 (with another air 
factor). This is also an AV. There is now no 
barrier along the South End facing Taranto, so 
201 GDs simply moves up Route 7 to Potenza 

Contest No. 66 winners who survived the 
inevitable luck of the draw were: P O'Neil, 
Baltimore, MD: J Platt Pittsburgh, PA; L. 
Bucher, Charleston, SC; W Inman, Tuscaloosa, 
AL, R. Reynolds, Houston, TX, J. Anderson, 
Buffalo Lakes, MN; F Helfferich, Houston, TX; 0. 
Downing. Albuquerque, NM; D, Sweeney, Jr., 
River Vale, NJ; and P. Flint, Montclair, NJ. 
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THE GENERAL 


PFfttfffiWTS V APiTKF OPPO.VfiVTS JF^jVTED 


omw£jvrs r^j¥m> 


OPmYfiJVTS IF, 1 rtTED 


<JFPO,Vjfe> 7 > Jf \4 \TED 


OPPONENTS fTjyTEb 


Attention WarpiiL-iCTs in i hi! St. a,e luive 3 club 
.'or you' luin SWAT. Alsu. I -u^nL an expert 
jppom-lkt ilk pt’nl AK For info curtlacl- L>eiuiis 
LVh*, I4UC InIiIu Ytata Ik. Pi.ini.^lmr., AL 

23320 

Unue two gs.perl opponents lor pfim fan. ilii 
14 lfcKiii^r 2S PVi-|«rw players wslli manageable 
igos jihI flex unitary os m vides. All mail an*i*er<d. 
."lit Hotfman. Boa JJ«I_ L'ruroriiiy. AL 334£b 
::l ’ M>55l' 

Fri" iW BK. BSk IsriiT Tac.!"CvLL ur an;, you i 
»u.vf. leuercxtcil in ctnrrir-jt c*tett. Phy ?l«> pti»i- 
ble. Local only. Area raiwl sanred ftisUs. Lurry 
Burns, IflOJi N JM PI.. Phoenix. AZ S5l)Qft 

IWIilZbT-a^Hy. _ 

fleir, hear! SSdl plum nr'rtf'.Tk. Wat, JR, RW 
and CvUIe ’74. Vou \nppl> phm sysueps far W‘ji. 
Amlrrn.- Lijieki. .'■'--I IL Lafayette Blvd.. Phoe- 
ni>: u AZ Hid I K. 94*. 5936 _ 

W,\M E-.D: 1'jti appnneun. nr or pl-Mi; 0v j*lc r,.i 

i.'w bridges. mines. c Elgin erri. Aka ftf Km's. Wat. 
PW. Grad An*»S*m clow in Sir Diego am. 
Chris. K. Koiucj. W ElnUwrn 5t„ (Tlwta Vhc, 

CA92Q1 0 171-kriZUhOOHl. ^^ ^ ^ 

Lii, Pill Hill pus tm HmFr. If lllvry nry any xfeilr, 
jnxniit esaiuact met Du fix ft is-Eiuti-ilm, Jftb J. 

CofPnjjdP. CA 921 lb C’l4i43S-03Zft. _ 

Ts vta8f (SUfrlW W,'ni.a.f iri t yi'nvbs or vicinity to 
in mi uil., 1. At Mid. 3K. and kw LA'tfr Levy. 
95 72 Glenhroesk. Sil., Cypres*. CA 90fi30 

I 7HF195-7970. _ _ 

^xvrajC A-ijik^jr playri ‘sorts rim '.'lironcnl, for ' 
r*C- Wdl iei 1 orlnrs * S*n CDbrtri Valij nrfa- 
Am rite ret ceii m xriniiie i ^.Buh is jtlj IJcuiglas 
K. May clin. 2356 5. California Axe.. Dujrtf. i'A 
^■lOlO IZI3135I1-746B, _ 

.AvEriEE pfjjur rill [>hiij Ran. Itliri of hp. Aha in' 

must Al l jjbiev A. H k-A. pticfffMiJ. noL TEiiuirEit 
Will prl s:™rt titv jVnj- SF are* yfcilwT Hurd dfli 
Tom, f l'iiis.iI Aby. ZWk. tl CA 

MMO»4l?ifl>WWE _ 

Cood pljb yr ■-■-iill.-- Is.' pitir, A K. BB ur 'Cir.Hj. Vidl 
aliyW(-( all U'li^fs Wiilv: Tom AOiIkiii. .T^ODO 
■tt'Eii WaoJ Ur.. I : ari Lkr^|jf, t'A fl54 L 17 
{70 7)91^1053. 

Assy AH pjimos at or Fwar AataMifi m Ana- 
Jitnri? Ld't rtf ihhw l*n i.u{. MdihE'fi yull sir- at 
i.3i34t,i Troci <M. Hot™ fi. Cmm. A Is K. 
Linooln Avt.. FaMortor. CA 02631 
iTlABTfrjMfla __ 

Want to foron Bis WpiiE stop turn: JL AH hinlE 

I3im<s Liofrt fiiS. Mid j^d Tis:. So pbm. Jatt 
£ofn t 42315* MMj Way. fJornyL. CA A2343. 

*:?■:; cn3, _ _ ct _ 

Ary tuniEri ji LjkE-jJE'.' I Li s nuay Al t gamEs 
and otliErs. ft ill ftf. ptni. pbfi. A.R.1-.A niEiisbi'r. 
ai-ttap! c*i>yy. Kioliaril Sylvia. AJ'JS llarrill HE. 
■■i^. I .Avmi 1± n i’H-lii 

Svfrapr Tr> yoir bill [Uinfi wiJws, ru tit .llt."l3B, 
AK. 1>I>. Lufl. MiJ. ttrip. BW ill*. simmiiEi. tn 
3D0 1*00501*1. Hivhr muH Ik ymiyiwll B*b- 
1 l|{iwi-:*i 1 4153 £ i *ir An-. L0rt* Bvw*. CA 
01MIC i2l.-Hl*l353.{. 

Tiobtl uruvloy will Itf most At! WWlI puiwsJ Want 
’* liy pbm. I am an arra pfoytr .Andrim. Kwan. 
41 32 Kiwi* Pf. . I ahW. CA S5W-134B, 

SSS plwn apputwiir lor l.uJi. Ran. 3R r puiLCL 
RW. FR’40_ IT*. .Any oibm alio. So luwards, 
fter-t, All MliA artswmuL Aky. iirtvnkv. 220 
LVjpIwi Hr.. Mouju. c 1 -.145^0 i41 5 i.l T <i- F 33 2- 
v... I'NJJI pl.iyvr {l’i want--is'l'orii-m.-. !• \r-.. 

(Kfl. XiraJ (Rusf. 00 IGet). ftvt' kily Wal. 
PA A i. S'a Ain. A.R.l.A. t'hitb ant. A fballla r<> 
hi' tkatlil Kal|4a \. kapin. ajsS IJwiil Jullu 

Oh. .I.. \ llijl'l, .. 3’ I-1 2U*._ 

Any ifHWMrf in S F. Vallvy. Vyniora Co.. 

a.ml adliEEm aiE^y U invited ia atien.l meeiii^. 
irf S.A.G..A. fjiny dub. Call or wiiIe: Jjm 
BLinyliyi. ]0S3n WniVM] 5l . %.,-ltekln.-. CA 

0i?24 i2t.5i.it.i.62:;. _ 

MlTICt,- All "-I laivc. !jime mu-,: I Me re’s a war 
^inains yloh in IIie 0±y area. AD inti’K-ai'd 
i-.jtl isr wrrivi 1>,iiiJ GdUlHtV. 532 Cr{4- 
n-rt. < f.iy.Ln.1. ( A -Hr-11) ' 4 l_i rihSol 2J?. _ _ 

Adult pliysr isniiinp atliEri. 1o furtlEiputi- In 
weakly ftf iiwEtmffy Six to Ieii players li;n,y Oeeh 
idrJvliny Fur iAvr fn-y mutilln. Sloyl all ffiitsoi 
pljJVit 5t<5y H|\'illoi. IGdf L'fdaiiaily. 77, Payiti- 
l J. C V 041144. S<0nWMK 

i "'■■.! |- >;•. ..I ii ;!l: I .-.A' will itm. Ill 

almost isiy AF8 jam,' 'Wan! Lo play in *dn!l 
¥u*nyr. Ssr.y V«r*h, 3565 Ssovkum, P* AIKS 

i'A jH jQi. 4^4^1024. _ 

ill uppumfit For lIL ncn-i.'E adult. I prefEr id Iw 
Alfitv bat mall V yilber. By* Li pshaw. 24<x3 Los 
Pa dry s. Rowland Hvipltlv CA ^ I T 4S 

ji 3|9fJ4>ltlfa _ 

’Bored [5 year odd "wailis, oprnnefits. I am 
aiyracy. Fit ijnly. fki't miwi ATT Samyv Witt 
lairn ucliErs. Allan Wilfyford, 4hi I tH 

SjEtu. CA 'Q3 a20t JtH-24.14. _ 

whill,.'..l tlp|-1.111.-11L 111 I'l ui. 1+r I I III I 'i;a y nj 
narfiiiri^.. 1 only Iijve phip ivir I'-llLsi^. Kiailky 
Soisk. 135 Loniila. San ^■'^Jr■k;lw.■o. fA 94122. 

WvMOLXk _ 

A. It. I A Ilk'll: Pi ls 11 ...1 . ■ I 1-1 1. I M 

or |dhm Crrad ur Ak. I lui ,j Grad k*. Witt pay 
iBif tor AIL I am Wip^jn m Grad, and G Erma ms 
UK, Tym 13re.fr, 141 Sonsy |lr, San Fowl. CA 
■asi:,; 

lilalt. “ I! pl..y moil "iru-.. I'if and l‘aii phnL 
*issld IA>-10 jurt nr sIjtI adoll ilnb in Sa* Josf. 

Al Whitaker, I Ml) Cl.ik knull. Hi* Jire, CA 
05l2n. 25J-HA22. 

I '.|yrl adoli nil:!.. v. jnc-. Loudi flf Eombjt in 

0-jy arta, A.R.L.A, nwmbwr, Alsu vhlb info, 
liiiinoEV pLnaiiLil. Miki’ PEU-rsim, l’J IV file 4 U- 

l.li'-la. .1.'.. 5,III VIkso 1 V <140.1. 574-50'i)5_ 

Marin u-arpjjniTi! Xi'-'rap! 15 >Ear dd player of 
SW. Pan, Pan L'J IK, Bhlr. LoFt KkwIs rtf 
’WdstEUiry. Wd| Ir.irn orhory Abo (*nt Olill 
Brooks AltaniOfi. 4 J 5 Crdir Hdl Ur.. San SLu'aeL 
CA WOH. 470-245_ 

OOPS. So CaL nr. PTST Leopue -laris Sep! "ib 
year. Mikr Caddei 197? CeafHl Fril dwnp 
Wrilt yjll mils tiri 107* suasi-p,- alympfcs Inl'a. 
fill Hftll;,. 2 j' 4J'J *. lanme, Santa .Am. CA 
«7Ml7|dP*-h Ms7t._ 

Lknad rlayor !r hiyji jp 'tlwn H pipnts, hui nill 
|f.ifr* yevri, Ptscn knn 6;0E no kit. Pit my-lmiE. 
Vranl la jam yluh ml am. Vince LEanmu. 32b I 
Triyy Ur.. Santa Clara. CA 95Q5I. 24iS- 70liS 
Hnfi MchiXil Ssplk wanly I Li apfStHWIII* f'St CiEtl. 


Kilyp. KW, 1770, m. pbm FR’dO nr will play 
yuurs. Arfn'i li.rfy any Simi urvl LtutW.' Mike 
CondErtoy. 31Tb IsL OrsErnon. S.ml, CA “13063 

(»5l52fr4l2L_ 

Ailuli Jftlrei i^ponyiiii lor AK A.ILE.A. onfe-. 
fkaw pick sidE dEJEEj rltsi Ieime far |itsj'n : 
iTMWs F MtGnlb. 660 Breton Ate.. Sami. CA 
43IXA. 32b.i2wn 

W-xSTED: VaL t Va. 3; VoL 9, bsi, 4, Yijf, d, 
ISu. 6, V0|, 1C. Su. 5: or Vd. II. Vn. 2 af iIle 
fsfnerjl 113 pay lumen bidder up lo ’3.IB. Will 
atm or fit Lull. SIese SfcEpliard. 0 21 E, Mari- 
|Sos 1 j\ie^ Stsnktun. CA 45204 S 2119 MfJ-rjs.; 5. 
Adult. esjKTitnfftl. *ia«t'ul kiseT: A.R.ELA. avt 
rajti'. Dewirei til lar nltilOSl 4fiy warpimv in 
faslerri Lax AppeLes t'uu ntj'B ui [jqhrlel VjHty, 
Pt(-d Wi-bsitr. 931 W. Spruce St., Vi'esi f aiina. 
C A 9r»w> C2131330-19*64. _ 

TIt" PcunU RVs, I T 7A Alii nn^my Lo S 

Lake Tifiue thus sumnari. 4m 1 flaiiiers ihtry-7 
Rhi*ke 1 Wuodiniplon. *367 OarkErvitle Ave.. Wale. 
tkr, CA 70605. 69 V4522_ 

We ctultaiwE^nj, yluh in Wetland Hrif*. am! 
Flf 1914. A it. .Vnrm yk, panlJ, Pa*. PrOfy^ 
smjhhI trfTmanx' Von Lid. and Ihe Keniesliuig 
C-tiipfiv Lilly aH" Altai* Ltd. 2I60Q Cezanne PL. 

ft'oodlanJ Hdli. CA 91 Jfrk 663-6325._ 

Aiyraje parru’r'l fp) w isbEx l:t whh irty yiHiitr-. ifi 
I3li|y. Pm. PanLU and 3R. I nfEd oppocEntc. 
Uivu.1 Dirkrs. 154ft S Jvrsfy. Dvm'cr. CO U0222. 
75FL32SH. 

Pbm ik tef appaiienl nEEdad despertfU’!].- Lull. 
Al ill will Irarn iKlicrSi %d icily, bit will pis far hall 
I'nt Istjpancr bui wiB -ain. Brian Willard. 42 
Ruxsell Or.. E. Han l ead, t T WK H 5 2 .h-Q2 7th 
EssIepi ConneclictJl orTSbodiE "filind area. Twa 
ptayars. netd Htisjusnenlc lor PanU. Mayro pimEi. 
Wy hjt* mtcM<jr> wi and lipiy. John F, Lbysliis. 
RFI) I. Bus, 13*. Stnamptan. Cl Ihs.'-’K. 
S»-OOOty _ 

nr'tFff. pbp l'H 4. I ,.1'. Jalim KiotshlL. 7)1 

fkoirt Ktwn Rd,. Wtcion. CT fltsSBQ. 226-5612. 
Crsnflipr SlinuLnlanDrsiiiiiatioh ftf Jlw Ptitomaf. 
EeIisiveIj new ill Drpptautlon and Rirnmwlily 
macjiim. We need subss.rihi-'ns inU writtry e-riii- 
lavl C50P J1ar(|iif Chambluo. I {'30 Ll)>4>!r Si.. 

A W , W-uisinjirpe, Df 20011. 7^7052_ 

Wanted: Opponents far Li'tyTi? wnijgynte in Fort 
LaudErdtita atEj. Board and Minurnrus. Hite 
WfllyjuL 4B4t> ML IHih Teit.. Fl LmntarJak. FL 
pXU ’-1.4-a’_ 

t iIWKIWEd vyljljiiy pjoicr, but m 01111 s yari 
Tie ntn-Er played anoilier apponent- I'm kwikuip 
riK phot play only, lime 55 gam ex. Faior 3R. 
|77u Willkirtt F Lesay. S05CI I0.1rd &.. Apt 
AIJ, Jnekmenllta, F L- 3221Q. 77UJ072, 

Anyone far a AllHpaalhill l.oipue lit lit# CIvOT- 

waii'pLarpa area? Send postcard wish nlehts 
Aailahfct aEd tyihs of kapiE dEsued. Pbm Gelt, 
itw. IlLl. (iars Fiy|,.L 24B« Atlri)* Asy. LaptO. 
E L 335JU 5h5-i.^4. 

Ai-alon ITilO I nLtrcontiriiniJi kTiffipieJ Stjyiely. 
Fhni y*i6 far maltifr adtilis OAly. Find twit what 
rfntos we ort'er. For Jeiaih write » oor 
Rational Director: IVrrald Scbotr. 1 2b Fine Rld^e 

Dr.. H i d a lion . FL 3331:7. fySf-229&. _ 

Warned: lit for A EL BB. 3P. Itn and 

Pan LlL All unqiunex jmuEtrd. Forrest [fyskipy 
1380 MmnleiE) B-HJ. MC Si. PeteeChunL FL 
,137-tH, 1^13> 6916*236, __ 

(Toil lo 'plaj A.H.I-.A rated fames of pfint {Jrad, 

111). Fahnp of 1200. Willing id play 2 £jme*. 
Htypbvn Liiyax. 606 Piidm.-uul l>r.. Tallaliaisee. 
PI ,1 2303 {4041565*16*3, _ 

I ',','u - ! Id Tifcc ta Iry Arula. C'vllle. \eu. versims-, 

■ubly. FLl" ailkna Vou bring game and I’ll hrenp 
iHVi, Prefer adeiL comp. No h»sJi-. IB. Mark 
W.iluen. I3S13 Cherry B«X* La. Tampa. FL 

33* ES fa 1-057*. _ __ 

AybLiirig!! Tlie ku—unr. ride again I K ill reply ia 
joy ■weiiltpp fnsl German rrw»< for pbm 

fan. you pseh Hi. I Lise all optional rnkv Ruben 
I Bub 1 Morgan. Ri. 2. Clark lse. die. t:A 3I>,523 
1 4Q4 |7S4-2*S*. _ 

Am ekt. Cobuiibus aryj rradiiil af yollegE ape 
miEresied to all i> py-s or' htwM panu s Please yei 
m tuueh AJlh meai: Rav Thense. 2 IJ 2l.) Klee 6t.. 
[Thimbus GA 31 '103. *67-455. 

Win led i.|.|Viiiliik nl .:c j.I.iu in \k. ■ ...11. trii:. 

Luft. Fan. 1914. plan kil“ will |vy hair i» e-jcll 
buy Iheir own. IhJiiwt ChHsrenien. Bax iSlk 

5 fc.ik2'. IP 63274, 357-727], _ 

Iseiided ftt or pbm Uw TAC mul Mid Itae ha 
pbm kill, but will bury kit son want Aserape 
ptayer. *,-vei plwn. Rv^wll Moure. «43 West Fnsl. 
Wei-er. If) 6,Vi’2. san.’jAa. 

I'wu iMTige players nain crl lew Ml 'u,wil 
fames, Al* i*teis'dbrd in minialurev Bob tiof- 
l*er. I4J4 13. lieee^e St-, Itr. MplUx IL *0005. 

393.732*. _ 

TTsear old iwla p4i>Ef v.inc-, trf*E4po&onE< In 
Kaukakss area, lime GftL OiU. RW. 177*. Rrieg. 
Waing ui karri all wjUBJUUEs, FdSWiie: Gill. 
Robert Liird. Ilox 151. Aronu Park. II. fjeiEtHi, 

g3b 1454. _ 

Wad led upikjneii K aiyrapy tdayOf *i<H fir « pUm 
Fan. LulL. PaiiLd, KW, Ctad, fAC. 5K, S«vf) 
help lei ruing RW. I'm ecdlejs: ip;. Witt i'ih.e 
adryrwK-. Marl L. Tiftpett. Bos 247. Ailorii. JL 
o I 5<H G6W13 JF2 420_ 

Would Itte area nuidl in Gen. Ak |-7n. 3R or 
GujiL No kris fur pT'iVi, ht,t wltt burs ball or 
anpurisee. RaSiitf. 0|Xl. MmS; iluml, 122 Palm. 

Barrintun. EL 60010 tJ] 2)3 BI-692 b. _ 

WaEired pbm Opfionmts in. any A.BLElA. rated 
(ume. afnd ynur pMyrencr, Gryg Cichoracki. 
1324b C'omrncickil, Chlyaja, ||. 143633. 

.Vvrjp! pliyer wints opponents far phim P-ltlltr. 
Will lav-- ally sink. RnHunl Kiyeel. 7936 £. 
Albany. Ole^is, ft (d3652, 436-7352, 

High s.bool -aspli desires rtf aptymteuis fu* AR. 
Lufl. Fin. RW. in knal area. FJase kau»ly(lp= al 
olbrui. Scull Vartce. 15 W. 267 tfmcarJ. t in*. 
tar64. IL 651 36. h33-750"'. 

Opponents, maurtily w gwaptinil uem-kllrr Itefld 
fur flee sample cufiyk. local artiiaded ehihx and 
lEinTfrilbanC Inirri American W'angamnng Axsoc. 
54 year meralurchif, Gmi e {lifeemors !«>" Roars 
Stimak. 3 Prtmr.PE III, Fain n'w ffgluy, |L 

62208. 39B -37Q5._ 

WiEiiil III 1 -ppi inynis ill Julie I area. W1L1 play or 
leam any At! panne, a .id drier resspilublu JiS- 
Ijnecv Prefer cner 21'i. PIeum craitjci me hy 
maiL Jolec Wujskcliougki. 120* liiialxlb Si.. 


jolill. IL 60435. _ 

Sekhip pi 'mi oppiartunl Tor Fan. I am Kusslgli 
piiyer. 2Ja optianjd ar SsfitfirnSrilal ruies. I 
pwfer siluation 10. Weeny A- SuRjinOn. 17727 
P-11,0.1-1 rl M , la ndug . 11 fAlJ3B. 474. ft4.Wh _ 

Flf ap'pouerti, ss-auted. Any gamei ’>aul $. 
EkVedpi. u03 loftmthtW. LisJe. EL 60532 

f 312)420-2963. _ 

Wanrw) Jlf u«scmrnl fur I R'dft FaaiLiL 3R. Nurt 
German riosiee pevr-curd but wall play anyone. 
.Gsu will uaun lime Ciw. JyfT ARrtlandL 947 
While Swan La., ftncltfakl, IL ftllOS lUlSl 
397-466*. _ 

(Jppanemi ugrtied far RW. Luft. P.ui, Ilf). New 

dab ia scwtli tide ar Elkltarl. Am nthanced 
btjinrttir aad pittipp beiti-r. Mike {.lsJ-uniE. 2316 
Broadway Bled.. K. Elkluin, IN 4*55 4. 

fl7,L7iti-dX __ 

Araap plajw |A yijEx OliL fhin AIL bat no 
dtteK will pay half. 1 am uhnA.R-t.A. Bh-mher. 

Mark Brtm*. RR I. Gaston. IN 47342. _ 

Chilepe ape play rr u.rnl s pbm urponenls for; AK, 
BE. DU. Eiieig, Lutt, Kail, "Grzd. Have kill fur 
all Will Lake any side and ail enineftl Jam*, D. 
Jimus, IlOW W. MeGallum. Muncse. IN 4730,1 
1313l28&490fr. _ 

Grad sCmlenL ksukin^ foe frf apponemx RW murl 

All aiimey, [)*vkJ ELcipp. ||* k. I'rankllKi, A met. 
IA_’Ubltl. 202-4226. 

Would like uppunemh tor BR, AR. W'a{. P-Blilz: 

Fl.my <m 6 c i* Ibis, neck of I lie wards. Flank U 

Weir. Jr.. \tK .3. Clarion. IA 5Q52J 
f5] 5)53-^2065, 

AirFap' gamer wants pkan fisr Pjm amJ I T7r>. 
Hafiv kil fur Fam an,l!,. Tam Brawn, Rnx N 

Nadrna, IA 5&ft5», _ _ 

fc.imuig new ,61b m ShrvstpOrE'am. slfHCTl 
yarur-, Mikael L McLeod. ■‘JOdOi \ls,4ei tir„ 
anvtw. LA 7 1 HB I3l8i«j7- 0 7jjsj, 

Are there e* wgiparrivn in Li-u-nlori or Auburn'.' 

Ilivr 17 Ail games Ifwpwlifrj four mail order unly 
lilli-s. Will lake tin anyaue. rtf only. Cm Scilrs, 
131 Ciimese Al,-.. {•iliru. >11 lM2l<l. ~ai 2-7'iv| . 

Crime is, In Pan Lml ircj' Have )-|ayeii sedu lau 

Icnj: Pbm or rtf FH'441, Finn, Ak. "Grad, LulL. 
Hus nr 3R SAJlianeei. FaulJ. A R-F.A, iskiyvr. 
iN'iijg Fldbky. 103 Riihland Si.. S, IVirrland. MF 
0410ft, 79M.ftftA5_ 

Xerran high school pteere warns pbm I7 T £ 

Ijfll, FR'40. Lull or Wat Will epHs «*[ *T pbm 
kjts. Web t»dl. 1303 Brixlan Rd. Balmmoce. 

jjD 21239. k2 |.|»L_ 

VuiLnc jdidi l2Hi dftshvc DtlWf ytHtug alirlt fur 
ILf 3R. BEL Sr.. Paul .1, Fan. I77n. RW Will Irarn 
uflier wartimes, Jalun L. Lsnip. Jr., u.g g| MPLI |- 
W0OJ C[„ Ball ini ore. MU 21207. 2ft i-it4 52^ 

«..died l)|jhm.i:i, pbm. Ill ,.r It. Aueio 24 

and others. Any ylubs in HsIlsiillE area'. 1 kevin 
Cuoibr, I 1225 1)1,1 Bullish0*e hke, EvlLinlle. MD 

20705 13011937467, _ 

13 year old needs f[| or )sbm ill FR'40. Lufl. 

Kan. 177ft. Like Its fry phys H:ue "B" A.R.L.A. 
raisne Dme Ctarkv. J504 Boywuod Rd.. Belli- 

rata. MD 2 M»*. 229.|9fJu. _ 

hfase RW, 3F. Kan Lei. -ntb.crs,. W ill p*m. pbp. rtf. 
Six yeans nalnaire gamir- Gus)d pta|er. age )9. 
Bruee Benson. Bax 223(L hftCLl ABF£j, Fl, 
Mtadr, MP 20755. *b3-7JH5. _ 

fiTter AK, tUirc. Pa*. FaKLd. RW. 3R. aba pbp. 

Jue {j,.eLie. 421 Sudbury Kd.. LmsIibiiMh. MU 

am. _ 

kznt pbm opponent Tar AK. I"ll like Erlihcr 4sle. 

] Hkse a kis and am looking far 4 ih.iurv, Follh 
bulnian. I 1607 Enid Dr. E^taiiuc, Ml) 2lViJ4, 

__ __ 

HF UK l L m gung emit" Will I'Li .luyi-mr I IT MID 
svii piny pbm if ynu time a syxienn. Ahl 14 yrs 
idd ruHiug away n Mass. James Bresw*. lift 
Npoenur Si- Klyhiwlb. MA 02360. 7gM«*3. 
AlaJure ref table ojifimvrip. n-jUkd ruv pbm fan 
You pick stmadian, 1 puk ehJe. Will give rclum 
r*Jdch -mill leser-e diki Send brief luo^rapk 
A.R,E,.A, aseiape. Georgr Brown. Rocky ikU Rd.. 
Flsmpuita, MA 023*0. 224-bhTn, _ 

5mce |9-!j> have been -jecAliig AFI Ti.jrpJmi-- 

Hu-ailing urpementa. Have Ak. BH St., UD. FT 
Nl„ Ld fl. Mid. Pan. RW. r7tc Tobruk and a 
ikied far an a|sjh!rt,Tnt. Clark GalCs, 3373 Heudc- 
low. Eiiieliesicr. Ml d.hfEA, _h52-353l 
Pniu Pan. al-r- Ca. F.iii L -.1. Him in",I iihji' 
syUfilL Will help deiElcp one. Am gooeS liygh 
iihool apfumem. AM> area iibitthei', ™i 1lacrE : ' 
William An-racb. 44i.l7 5i. (iiggary, Sygiufw, Ml 

4:kfd3 |. -53-’n4i5. __ 

Widi ta frf 177ft, FR'4{1, KW. PaCLd. 1)1). BSu. 
OuS. BB. I am a average plater erf 15 i|>r-, eld 
Bnice Jaiiuas ,. 3103 Deroiisy J_l. Sprinc Arhue 

Jl I Wpii. -50-1 2HI. __ 

ficod I'll' appoeienis warned rut all AH kmigamdi 
ttisse DD. Grad and E{W. All festers u*vn.er«l. 
Any dabx arwuid tins area. 1 John, tlinu. 3303 
V.ilfcy View, Si. J:„ , Ml 4913s? 11,L-:,|j'j'i-taj 4 
Waal Is" flf agairtsi Zlmkcn. fhiifcmiiL if Napii- 
IWllV WV |S|it mail AH panes plus uur awn 
desipi. Zip LXilrell. 2S03 Flmitife. Si. Clair 

Kjwre-c M] 461)51 < 313)772-b7*b. _ 

ft'an.Ed: pSS Ul). RR. ‘Crad. P^, Akx. rvilfe, 

1 b yeirs old. aerrape -Jtilt. No krix. bin w lining to 
isi flair. Will answer all lellerx Brian JoJimum. 
JSKt Isr si., SE, Buffalo. MN 55313 
It .l2yfta2-1677. 

iO&ve ascrap! 2S year oU player skill pbm Ran. 
or KinLl Haie aptionil miuialuree lulls adapta- 
1»W Phe D«fe if desired. Dr. Thom* C. leleun. 
917 b-aei, $1-. M t'ls,, MN 654|4, 376-1720, 

Aiea member phein Wat, k'li,’ {ir.hi, AiL.'11-i, Ceil. 

lime bit far all guiises. will -sal I 177* far S-H.OfJ. 
Like new. you pay iNislagv. Bub Bvriibanll. 1075 
Mnrllib :>i., Sii. Faul , M b 55117 ffti2140-3004. 

Warn huoar system Pbm iar cnu-,1 e.i|ise*. Alsu 

flf. Bill Baumann. b504 Dsn,an*ire. Si. imik. 

MP63|IJILFL2-6fM*. _ 

l-r I Dppaneiiix wanted in play mast uaruuhesl I 
shone nu mercy »hcn waigammgl Bill Wolf. 35IS 

tlanrued Hi.. St. lesgk, MI.) 1.711.S. H65-76IQ,__ 

Need M opponents far BB. RW. FH'40. Lurt. 
KC MO vet prefer™!. Dwid Cniv 9{,20 Booth. 

kan*us Ctty. MO *4134. 705-5963._ 

FrT opponent nuitu-.Ji Uft Ak, BB. DP. FR'W. 
Jut, Mli 1414, ()r(p tirul, RW, War, L 6- M^rk 
BJicfcbum. r.O. Box 1041. Canrad. MT 39425, 

273-3320. _ 

Average i* simsj player s-na* nr ]7 tia MkI, 
FR’40, Lufl, wLllliyg to leaim pbm. 177* epeeikl- 


ty, me Americans. Adult player ftnld 3l) sy 
31. [liinLuik. 1115 3rd A it.. V. RkllspclL MT 
j-9901 <406)75^7077,. 


A.R.E.A. mred ftoyer yeefe, ftt pbm. SB Arc 
lien any ihibs in aiei or want so torgn ane’ 
thinnax Zimmer. <'826 IbHluiry bark Ur.. Lirs- 

:ctn. SB ftHjfB. -IMh92B« ___ 

JX-nlschtind uher ullesf Averagr 14 yr. n|J n-jrtl. 1 -- 
tic rage enruinit! for ftf AK. MiiL IR}. Faiil.4. 
Hsoe no f*rfl Li<s. b*L am -ailfeng <o buy. Where 
ire ill the ftanahd aheJi I'htU ■Vurdials' 3chn 
Smiilt. 4422 Slayhvrry. (.hliaha, NB r^l||4. 

39I-Q43I. _ 

A'Mr player juvl gxlcmg back una .t.iinmg. WihjIiI 
like ihini f« AK. DD. Any flf in area'. 1 Isunlcui 
Slaiie, L6 Cano* S<„ ROuheMVr. NH 036*9. 
323 -E431 

A'i"ape 15 year eld warns iff AR. i'in. T?7u7 
3K, Wahl inf* tin pfcf*. fTo. Witt pbm chess or 
AK. Fd Swarf 1, |4£I9 Lark La„ (Vr, Midi. S3 

06003. 429-21 71._ 

Beginner -xx.Lirig player lur I : -'ft. Iprad. Mn.l. 
Krkj, Fir Only. Any waagame dub m Mums 
C«miy. Any ifet r« Ni'-al MmialurL-s) iowpli 
Marcksiino. I 14 Riser Kd.. 1-. Hahen-vr, NJ 

0793h 1 201)667-3 660_ 

GmiJ plaici Ps>tk ■■* p.Thmreil pbia uppanenlx 
for Ak. Wat and Gen. ihU' CniihO ji] leEKfi 
lirumptly answeced. Andy Tanscul'cik, 4K (lean 

iN.rn l)r,. Old Taifm. NJ 07*75, _ 

■tssr.iic pLin I ’ u-j,,. ukl seeks Ilf l'+M. 
C'vUk. Par- Wm. Mill, from Fa*) Brvips, NorrlL 
Bran* Milhtiwn arez. David Claiiher. A 1 J.F. 
Keuuedi Dr . Mill Luwn. NJ 0^850 

antti» :ii».__ 

16 year old will play lit ia BIiit, Gect, Slid. (kig. 
Odl, 1776, 'Grid. Will learu Jill. RW. 3R. Aairm. 
Will lake alii side. Jedi* Sl-svlv. 24 Rwcs RjJ., 

&:plch Flam e NJ 07 QTMJ)IW FMh$4,_ 

Wanted: Liavel reslrkTed play. AK. ihn. Rrreg. 
I9|4, PghLd, RW, Grad. 3R. Challenge I be 
xiiale USA ftf only, (.'cnihr Marts Hub.Ttvv.'jk. 778 
"cnlce 54.. Tre nt-n n. NJ QHfill. 3924JA37. _ 

1 7 year old. desires masachkl fnr flf ull Avalar 
Hill wargums-, vXvvpf Krieg. Tac. Grll. Witt Iran 
Alex, iruTj his |shm. Fmry F : lml. H '| Edpcmmin 

Rd.. L'pi Mesne.la,r. \J er'Tw.L 744sU3“ r 9 ; _ 

Bnwklyis. NT' pjiac eullcirar llW* I wjnis. so 
K-shniv ptasef. Seek rfeyen. and Ehibs. nearby. 
Kiihabl t-suiwki. 31 Ncrrahil \t.- iK,G Bia *6 , 

Mtit 1 '. Stilmi' 1 Hnyiklsn. NS I l2Uh. <2 2-335.1 . 
Flf ijppcni'n K ssanleJ Fine a sanely ol Atl 
grtu-c Ah5 elwlw *, NY17 Edmund IJarmun. S10 
FaciSh; 8:.. Brxhd.lv *, fSV 51 :.lb 121: >ST3-709-k 
CxT'eTt player of cdlege adv.lc agi'. ,l L -,ir.-, Ill 
plxy-n* for 3R. A tab. C'viHe. uILict-, flcpinncT*. 
fiK'hM i'lUl ■ny'iblhlVlthly. Kyyyl IKK apply. TlluShm 
llillan. 252 74lh Si., ftixioklj-n, MV 11209. 
JLh-0630. 

Ath EnreTing l.wnwilk Sehunl. NJ hfxl Svpl 
Aaybody who gue* jnserexied tn larpung clab 
■rile. I’ll res|Himd. Send IsM games il any. Mine: 
Giad. Mid, Jack Lanvthrrkip. 207 Congruss Si.. 

fenofely *. NV UtSL J fl 22- 7 -yi__ 

(k-Hid player, age- Ift. iexnking in Irf A*J+> “■4, 
Jui '7J. Pan. Grad. 3R. Ak. Blux. t "vdle. Gecl. 
Own naosl uf abuse. John Alai-eru. |9i)l - "5lh 

5k, JJiihJkiy n. NS I k 2iM. 2?^^_ 

w+nted fir afpmi fer rniy *1 my JO psmev 
All calfen aceepfeil. Will play any sfele. Alherr 
Pilax™. 435 East BLh &!.. BmuLI) n. NS' 1121a. 
941-9433._ 

Will pbih Ak. IHJ, Ge.mI. Wi.r, HH. I ll:uc kir-, far 
alL Flf any penaii in GonlunJ llimner urea, I am 
an o.pcrt’ John D'Addario. 35 Greenbu-sh St.. 

CofllaiuL NV 13045 L*07)-53O51-4. _ 

IMa-viIlL-mI i'K-r Allivs.- f+si.i .« iiT DLl FR'40. 
(lead. Alex wnbooi using kits. Mf Mnl. 3R, 
Prefer AR.I..A raied games. JiJhn Bray. 14 Brian 
La. It . Npk. NS' 11731 151 * i2*tb2b71. 

!5fl. FauLd. a lull a|Y0|4etV[ ■warsird No plun l 1 : 
yrv expoinxe .SlhTx. Anyisnc m Cbe HyJe 
Park-Pau^-keerui' NV. area) Raberr E. O'Leary. 

2 b Mansion Dr, Hyrte Pafk. NV 12536 

19 Mj2 2’49 ft-k:i. ^ _ 

AaerigE player want, Ftf far IR. PhnLsL fan. 
Misl. FR'40. BB. Aneia. rxille, Lufl. Arlurb 
Cnkjdcvmi, 37 sD 5 '141 h 51., Jackson Hss,. NV 
11572, b9p.Ub2S. 

Ai eragc player sgrks'ftf in Bliu. AK. Pan. P.iilLJ. 

FR'4ft aim pbm AK. Blilc. Arthur L J. 
Plus!, fat 53 Stems' Ridre 1 j . HI) l. L« Ceiner, 
NV 133ft3, 1JW.I4 24 

h Ihere another "fanatic in Wayne Counly.' 
Ftf pbm Fan. I'R'40. 3R. Origins, Anriu. BB. 
Bar-Lev and other F'lrt'- Cab ww- Vcd- 11. No. J- 
Pbm CRT xyttem. S, Smart. R.I). 2. Lyoao- NV 

L48P. 940-Q J5._ 

Experienced adolr game player, bul neh.-ci.imer tu 
waigadiihg -wek* rtf udull oppWKDIs red BB. DU. 
AK. Grad. I^r* l<W. Herbert II. dialed. 7 
GiaciL' Square. Neo York. NV 10028 
1212)734-4357 , _ 

Rvm M Square, kJlfeg J*d AK. Need iomcose 

to slsaw ns* Isaw us pbm Toe. Am an abase 
aiyr^v novice. Harley M. Fleldicr. CSC 3rd Br 

lyjfll AR. A M 3, NV 099102, _ 

AveraB! jijaycr seeds ptiiu AK. (iraJ ispponEni. 
have neweM Ak cumbal table. Will take either 
sidy, Eli AkxLv. RID 3. IVlrum Rd.. PrckskilL 
N7 I lll'-f-e,. |4|4iP| 9.4,)-') 

Adc li argiihc: w an :•■ k. i .1 :-.-,l p a- e- - -,- 
pbm BR. DD. Gr»d. Wat Jim Branilinc. Box I. 
FljrtsU-rj h. ATTf, NS' M, 5*.3-3^. 
IJppnslEif anxiicv wanted far ik-.iii. xurixcal <liv 
usembeniMaL "Field. Marshalf Dr.iun will play 
Ilf 3H. Pan. I’Tft. Bfl. GvCl, All tallvn ihs'^vd 
ppci m-p EI j'- KnTii-n A. LSraun. N lleucarg Cl.. 
NIm'Vj n. N7' I 24ft I 1 fl 4 sft37-b2ftl. _ 

IS year aid beginner will j>hm MiJL Tan." 

191.4. No cxpcrienie. Any moxkrl vra minialure- 
vlubv irt SmiltiNHurC If go iHfiitg vxidhci, ffevt 
expeeteisee. [.itgnn NNiemer. I ? WatsuorcK PL. 

Smil htown- N Y 11787. _2*5-4&37. __ 

Iky* any-uris- in |).-Ijyi arc Cnui l>. Vw 7'nrL |4,i> 

AH fame*: m Hhhly. Tom Sfiriiik 53 »«Ltao 

Ave., Wahan. N't 15656 «iD'ibfts^Wirj). _ 

Wine oppanenl-sV J".. slmencan Vs. g.,:n ng 

AHOcnShan. MtmlMy NywxleUs-r, "Tliv Ams’rii-ari 
Waivmlier" iwfnd fur wfhplft). v'lhuv'urioiift, lncul 
affllutes, gime dlGaunts. Player lac-aror service 
54,'year. flearpe PhilJics. 101 Oak Grovf Dr,. 
WiBaffHwilR. NV 1422L. 


Vr'anlcd- Flf eppanents far All waigamer. kjypert 
player. SfiL Huwanl Newby. 226784i32D- i2nd 
MF CO,. Olio DivL Furl Bragg. NT 2630'. 

_ 

Wain pbm Ijrad. AK, wheIl any L.S-A F. A. >lude, 
ctnsri 72. 73, 74. If you knew me. *rtlg even if 
V'Nt don't w#eie a garni* David Ablcrak. F.O. Ben. 
541 i . Rariglt KC 27*07. _ 

Any BriluSi" gl.iye’r nrlLing ta nuke tame mtsiike 

in I ”76 T Aim BliLe. 1914. Jui. Pm. and Gnd, ftf 
Of FbiP.. Al Cu-dj. 1176 W-ihodward. Akron, Oil 

445 Id 12 Ift I02'k9't5ft. _ __ 

: . •■ -. 1. : 
l'R'40. GeLt. JnL. kTe!g. Lufl. Ong. Pais. PanLd, 
KW, 17"6 Jlkl (Trad Als* hast- mans- oLher 
w.jrgamcv. Paul Riy<xL 5226 Heritage Flilliotr.1, 
011 43026 Nil415-74,>4-45*2. 

Wnnled: Phm Pan upponem for .5-R.L.,V. ;ime. 
Vou Pk-K tntllv. 1 picV u-liiclt sivlv I h. JP | rxi tar, ] 
am an arc rape pb^-ir. Pao-leL Viilsb. 521 N. 
Water St.. Keol-OII 4424LM2 I?,>i.T5.7'm J. 

I'H.dk-yv giad u-,-Ls cxpejl I'ljv ers Iu- play AJv" 
’lirad. Wat and. I-K’4I3, I'bm jial III. Will reply *1 
all Jcftenv. John P. Otin. J2249 Riuanda Ave.. 
Mxdhav. OH 45341. K^tg8:b. 

AK. tttt. Mtie. <*!tc, k"H.-i, 1 lilt Mid, Pa*, T5E 
3R, Wat. A. K. I,.A. member veefet only to deslray 
all *Iki dan.- rise. Gary W'. Jmrev. 453 W'averly. 
NT, Wjifcd. I.)H 4446 2 )21 ft i395-7IOf, 
iA'di' frfordy' "Run, Fanl.il. iK. Rift', 177*. Gen, 
Tirad, Tae, Wal. Are i here any cluhs. anaund'.' I f 
11 ci I - we'H starl unr. Si-atL Sivury. 732 21. king 
51,. Xenih, OH 45365. 372-12*6, 

ATTN "Senatis WafgartivrsT MvrT yemr ulilimnT 
mate*' Wfll pfciy any AH **uta Ttf in Neona area, 
especially Lnt and 3EL Wilffe^ t* ■'lari club. 
iTaiuld A. pita™. Rl. 2. Sot K4-B, Hulben. Ok 

7444L 45iv 272h._ 

■Brfcw as-erige uppernerui »n|y in rntanerl 
■hansnl fftf pbr* or ftf in BB Uhl (ictl. B*0' 
Ci£G acid hi her wafgamtr-rtf only. Warren Dint- 
can. 405 Na. 3*S. A pt- 5. O fefnUli. 0 k 748ii. 
A-R.E A. uwmber wants pls„i cipfK,i,cn|i fan. 
F.iibLiJ. AK. Blit^. 3R using xihck Mvliailgy 
ri'ponx. Will buy kil ulit'n I lind appooent ur 
'■ul r of >oan*. Iralg Cnlfjilail. 1010'J 5, Brcud- 
s.- a-y. Oklal torm City. Ok 73134 1405 r"-t-Dt 5\ 
Bi'ceu ui ptu-h M id.'BuT dosTi Lmvu non.. Bill 
Guthrklge. PO, pus 65, Minus. OEl 97TS8 

£7^2374. _ 

W ill tiiEiri-, Trum L SI CL-rujct me : b if BB, MiiL 
RW. .5JL. p jn . p # hLJ. DD. FR'40. Btua. Gen. 
ft al. Slalm. I 77ft. I tte io rn- |!fiirt Allen Marlin. 
IM). Hnx 744. Myrtle Creek. OK 97457 
i 5l)3 iSft3.34tiH, 

Mf uppcmeius i,.l Ihuv [Hu, 

Tyc. TrraiL and Alex. [>ul fk„Jkr. 124.15 SW 

IkNJ Bvnd Rd,. Tipnl. OR 9722,1, *3')-2Klb_ 

si.mi plsm ..in 1 iu Ak. fu ans'i-iiii- in 

It radian! area in Fa*Ld. Ahiio. Cvilli'. 177*, 
Li'LCi As grope hells m'Iumv] g layer Jp m Ken- 

Jho. ft? BireJl 5i.. B rid fori PA li.KH 3M-573I. 
Uanted: bis ufiicmrnri for lie, Gcri.'Btt 'Grad, 
RW. 3ft. 177ft, FK'40, MuM bring game, lor all 
sAEs'pll 3R A nil. I'm t-:irn .vihe™: 1!stick. Ted 
kirn, 9 Blackburn La.. Haseriard, PA 19041. 

Will phru, EJhia. AK. 'Grad. Wat Witt travel far ftt 
Alex. AK. Gild. Wai. tSdlca. CN ilk irs soutlihEiE 
PA- S>XHr Riifu. RD I. Bax 2,1ft. frnptaiXhi. FA 
15445 i4l2ri3K-JltlO. 

14 year nkl nuske ,1c,i r .-, |4 --iii ,i|--|iixi;nrs ,'r 

Fin, Lsdl. Grad. AK. BB. Ill), phir, rtf BK 5k. 
3K. Fin I.l, Mill, Have tits. A„R-h.A. AH li-crrr-, 
answered. Mark Mi ll- 1 . 154ft Bumiic Brae Dr., 

Hum X'alics. |'s, uur- Hfs.i-v, 

W:i*| rtT ptayri, in Johnifuun area. PoutifJe dsib. 
All tkamex. iGtts HbrhiT. 347 TEaberry' La.. 

kdinct own. PA l,39|J4. 2frfrtgT$. _ 

Flh- 3R fu-. ari-ntn from Ihe grme and awaarx ah 
•comers. 1 Have all cumenl AH games A ]b|4. In 
A-H-E.A. pbm or Irf. Jnl Millet. Valle, Vwm 
Dr... MifllirudlE. f.\ I hft3t. 7£ »li25l-__ 

15 >ear Old drspcmlely needs ftf upponentx 

I fave Pm. ILIics, kneg. Grad. Le FcLercan. R.D. 
I. Bccv 119. Mdlcir 1, FA Ir v?,]6 171 71537-2319. 
CaL-rt piny er :ige 13 nee3s sifsjiiwmrs lar .1 El A H 
puiieft. FtuI'st 3El, 177ft. W.'illin.E ns skin er jaln 
cbib. u-ill ptas an) gam* anywhere. Tlihiua* Beck, 
3227 I eesJjK 1 Sr., Fli.la.lrlplliia. PA 1913ft 
L')L>.-ir 7f). _ 

3i '. r:-fi Jr. Eligli play er desperate tee Lippaueihix 

Hi <rf pbu. BB PD. Fan. RW-'. 3R. Fnsd 
Gamtabe. i 3029 K^hwswJ Rd. Philadrlphia. FA 

L , ’ , 1L6.121 5 k," ft 62t,'t. _ 

WHerc arc the wargamsTs sir ilva ^ejc NT and 
■Wita.ftis’ As^ilable any 1mm. Prefer ftf. Have 
game, will irasef Wittiath MaH.us, ICfdiJ Corey 
PL. Pin lulelptna. FA 1 ta su 121416,2 4-17*2- 
Flf etuupWition ior in, 111 wargj he. I ,'Uviiig i,i 
larm qr Jsiiii any elixb. David SlierajapE. 59 N. 
Ralph Ave., Pirrshurgft. KA 1521C. 7ftfs57:i. 
Average idiill flf Jdianac. GeIi. SeralihK 1 - 4L 
sirher gjKhes. Hmcv Briiwyr. Gcrluff Rd.. Scb- 
neiitwille. Jt.J). 2. PA 19473 121 5)436- 52W rst, 
la____ 

J5«J mow I'll I* LT*io>»Wit 6Ha f*r elub. All 

high -cbrscl pursers ^tau canidcr. Kniy* only 
3 rlns sts Jirre. Sexitt Rizro w bece ire you) Mark 
SIxiLisyhijk. 3 J Cmnar. L’niuntun-n. FA 15401 

(41 2)437-79(11. _ 

SSv!‘ more enemies’" ServJ raiftlsitcrhiems kid|’ 
Ftf sh 1 thru Phil. PanLd. E'R'Jfl. Mbd. Lull. 3R. 
KW. Will left, oilier. F\ter Taylor. Bra 32. 

Wycombe. PA IWJIstk WIN244.,.. __ 

Oul af netirement. Old soldier I nice hutk. Seek , a 
fyw uf-juuaenls iri Grad *r ilk Sci aavlees plnise'. 
Rlklkirsl SbaKsH-. 14| Rudnmbeau Axe.. Prxrxh 
dense, f;] LOx glft |4Q3 ;iB63-2247. __ 

TRr Dallas Area Warmers AtaWkiliOP wauls 

nt* members We meet Friday!, in Tier Dallas 
Bvgihficr dr aihanccxl. aU are weicame. -fall or 
wrlie ■*: hriy Similft. 5431 Ciyykwi»d. Dalhas. 

TX 7522HC 3 27-720). ___ 

Waiyaming gsinu- on Ibe iocse! His crusbed 
ttfevksgis. fqvta i* FR'Ja 3R. 177*. Also Lewfemg 
IK JFalDi Wifgiuic cbrti. R,ib 5*yi3e». 10039 

Pe mrie. IJaltas, TK Tj -229. _ 

SEEDED: Ftf -opponents ml RW. BI 1I1. Mid. AK, 
Fijii, Jind ,mIl,'i AH and rtdri-Atl games. Would 
lifee id help fun* ar Jain Uval {'liJb- I, W 
Dunnelly. ]0125 Sumatra. LI Max*, TN ?')923. 
i^1-S301 . . ___ 


Want lu furrn w-arpimurs club in Fort WotISl If 
inlriyCICxI {-all; mIsj,-- iwed cif 1 fir Bli le, Gen, 
‘Grad. Cvibe. 5ul .Acker. 3't33 Wftfcs, Fl. 
Went). TX 7* | jj it,)Ti29j-i232. _ ' 

ftaiuet l ehr efcaUvmpys a ||- Pbm Ml. 13 Pan. 

A.R.F-A. member raied C. u.|l y*.„, Fan aphl Lufl 
for A.ELE.A. John Tic lien. 4DJl AtayJrne, Fl- 
Whrtlt, TN 7 *133 :8l,7i292-2b7S. 

Aserape player, 11) tyjr> t>jd. *il piay ftf 3J*. 
Pjji. PanLd, 17^, |)|i pm,'. Tit, 1414. Bis. RW. 
'Grad. 1812. Ans ,feib« in JIouxmo .isei'.' Tub 
Ihn*., ]474 T Cana I.-rest. Houston- TK 77024, 
^-:31b . 


Cgllep -lecJ LKisiyf- wains fhi‘> I'.m, Prefer expert 
ssita needs ta mtlate ep.i. Kivger |. Wiighr, JTtll 
W, i l 1 i l~j g 11. NVdcrlainl. TX ">27. 

Wahtftl In Euw-l All ya'iiss in ur near FamsiL 
Abo pbiu 'tar.ftl. F. lt x m, F'R'JQ A.R.F.A 
oisptHKUft devreii. Katrick T. Homer, 2207 t 'hexi- 

mn. FiU'ip q. 1 A T1 H>5 s fOxHay)-3598. _ 

FR’-ili, BliTr,' -GsaJ, Lliess, |'i n Fbm A.R.E.A 
member. Rating 150(k -Larry Wluir. RfK fem 
- ' .-, TX TBftbUL 83*-5Q J2 


k. Pfttyfi-ilh _ 

W-iteJ Hi -ptaxtr AK. BF. FR'40. Guad. 3aI. 

kneg. Luft. Mid. 1914. Witt Icaas oihers. Havy 
1»ansiHiifati<Ki Mark W'-ewmart. ~i 2 E. San Sun* 

an, talur.rltiiL, t.T ;14<lin, .’9 M7ftQ. _ 

ffklibp FretDa Wufjipier, i'Twti ne'e*; arlrt-r ylhbf 
in area lo clultenpe. All fames pfeyed.. Hiert 
tallOOl clubs prcl'cced. Cainfprtanee is 1 muxl. Jicn 


I f yon are lank, mg fnr j”gjme ol ptah Oriel e»ri 

lind ] ou Oppftiienls. Ganemiter lee S lfD. Aft* 
Ik*s' liCTiinr 1 irt Di|4h. Dctlili# Afsi,la. 900-L 
l a x rj.lge . 'Hl J .k-,'.,i: c, V A ZJiJftl) i7i33K15I-334Q. 
N civile xsa'arx pbm LTponenis far Lutr, Fm. No 
kilo, will jiij fur half. Are there any cfeibs m 
a*,V Mikr Vamfer Sloumy. 3flO Roberta Dr.. 

ft-w sport Newsy i A ;.16iK. _ 

I'LitkyL' npe"player is -eclciip'pb.-Yi apfcncni-, tor 
PhnLd, Prvfrrr to pta? Ihe GennaiL A-TLE.A. 
iHuygrg prrlerLxl, H L, Riyltard,. F.tJ. Ilox 433. 

North*, V'A 2427,1 f7Q3 |ft7f-445i 4,_ 

Mature aiiiill JesirLS III games in" BB, UUrt. FT' 
5k. I"l?"40. CiElt, hex-lype. Mul. Pats. 1 1 TA. Gcad. 
3R. Wfli. Walls*! D. Asliu. 5401 Greenbrccik. 
Jeirtynouili, V'A 23 71)3. 4!s4-411 ’. 

Ebnx. flf ifiptmeni, sar' BB. Li-lise. CDTTTFjtK 
■tan. I H4, Drip. I T>. Gral, 3R.WH. Any ude. 
igs! 21 evpcrtenvTd Flayer- Williartt T, H'jrOer. 
6tl4 Casendfth fti . Aircmu Ik'acts. V.4 254-15. 
497-290 7._ 

np^-sfr-tars Winn-d lor Fa It-nr. Gyfmanst 3R-I11': 
l ufi.pt.ni ftlcei's awn Llta. kW-Hl Willtartt W>- 
oer. 3*94 Pin Oik 1’).. Virginia Beach. VA 

23462. 420-7439. _ 

Li'hAuIl! Ii,r ill Li|'ys„iwti[. mi the BurlingLdrt arJi" 
Will ptiy Ak. Hl.ie.. l-RlAl). Jui. Lull, MisJ, Oul 
Far. ranLd. RW. 177ft. 'Gnul. 3K. Wat Jamc- 
LaL'rambOcw. 120 Lakewood Fkwy.. Burtingtori 
VT 6541)| Hd):iK[s2-46 k9, 

Wit laky i'U: .il I . ,. l.mCL . . u | on . In.-,, Alia; !'tl 
Ail or other woigames mJ sbe-VL >n Fsillimn-Mos. 
ex.-nr ar-eu. Willinj: to kum nru games. Tumulty R. 
H„l|, 5W*|e ItawriiWfx Cl,. Pi'll nun. W A 49 |ft3. 


587.8021- __ 

I L hailcnpc inybody io pLiy lit I * “ 1ftft. ft, n . 
butR rtf. and pbm and ether games I base and 
m|| pfex sjvene TinsC' JOB Isiili- Alike Chriesl. 
14U2u 2*th M . Sea■ lie. ft V '7hl.;j. EM4-A)7; . 
llElpf If aniyntie uot llieret NeeJ tel appanenti 
now I Pah. Lurt. RW. I 77*. [)B. DD. Ak. Mid. 
Mow ihm piAm uilliftj DO l.-.jTn, Grsyi 
lukkeii. 1801.(■ 12'Uli W.. St. Snahamisii. WA 

96200, 7'M-5524._ 

InirreciL-.l Inin OWpiHWrtls in SpriKiiir area. Only 
per-vfins 2t) a*d met plf-a-i'. Ans AH e,r riqhef 
warpomg. (>a) kmg. W. 1924 Bib.. Ave. I. 
5r 'kuuc. WV -'92 hi. -4'-5.x-'i! 

Ncn-kr if hieli ayy plaur wants pKm only fs** 
'f.rjJ. AK. 3K. tint- ku far GuJ. NeeJ one 
Jteel and pbm CRT far AK. Tun W_hL3e!]. F.O. 
Bus 5nQ, Bscklvs. WV 35b0l (304 )25 2-99SI. 

W:ui4 r-.t I a rut Miju*. lAir^'i iiiatwr wher-e semi 
live. J-krve two pfayeft. iK-li pkiy Kdi'R. l ar mar.- 
info write or call: 3anwi OlivEiij. 1143 Village 
Way. FfliniiE.nl WV 2*334 1.104 1341^31)32. 

W'..inl,l r,-.ill l lik.- „'|is.* hi ... with 

anyone lis Isldwaaks'e are-.i. WisuliJ like to >iIil 
group ar cbtib inywlsere and try »ny pausr. 
Leaniiftf n arpKhirtp. Dan BurL-un. -4 7ss l N. 5 ia 
M ilwriifegy . Wl 532 m. 4*|i-Ml? _. 

ftjfireJ pl> hi ssppeeieni I nr lull 1 fl,1s.;it,ed l k*e 
kiL Aiw I ■) 14 tun ta.it l No expertence suilh 
|9| 4. but fairiy good a I Lufl. MicJiMl kniuLe. 
144 Rs-gis KdL. 5iukLilk-, Wpcumsin 53060. 
2H4-9l*' J . 

NeVj'fll apmpel'iriM USSiy'. Hate Hfciv. : csin Talc 
GctL Am iulerexteJ in iwimap a dub. Rthfriey 
Clark, Bin, 2132, Ekltlvr. AIK-rta, Carimhi 

l(u : I". 42-2161) _ 

NsKicy ift |,.viik.ug far lujii scliseil age yisyer I* 
rhm Bli 17 Alsu rtf. Will buy lyiti nf phm Kil 
Ktb. Andcr-asn, 4M« Dd^woo, 1 (hr.. Ih!lti. Pros. 
DC. Canad a. V4M-IM3. 94 3-3b3 2._ 

As ill ■ -.1.-1 ’Cs-hs 14-eu I'U' np|-s.ii.-u|s fur 3R. 
17 - *, AiLria. I n 14, Fir. t d md arliyr hiiurilaapies. 
Sonny Kwofc. Lkpl. of Phyaec. BBC Vanconter. 

PC. Cana da. 67 >jQ*t. __ 

Pirn i 'Illy A s I.l. s. I 

Wft'll. I supply she-er, cox'd few 14 inruv t*o 
charges. A.R.I- A. ’V" rump. Andy Webber. 20 
Gray simt Hall Dr.. Apt. 204. Dun Milk. OnLwto. 

13 ye.ir 1-4,1 lias iic plii. t-r apg-.-mcn 1 iar A K. 
Fl f only. Slxiii la lime RW. Prefer Gernuni. Any 
dub' in urea nr in Corida. Tmy Ptignan. i Lilac 
II,. GsieJpll. Prtw, OuCaria Canada NIE-IK3. 
622-93WI, _ 

Pbm I'tn. Kneg. J fuse Luc xa btiuj you. Abe 

want info an Naxal Mini at® m. All letter!, ani 
werc-d Mali PUehtmtii. RK-ctj Indartf 85. Avas 
ftftes, tillcllCis Aipfts, AWUlilla. StkUlh ,Ai|lcfiyi 

743-432J ____ 

Axerafe adull play er tnfikirff fur flf opponent' w 
w» 49, 50. >9. 55, 54. 31, 55. 5ft 37 «f Hu 
5xdnex Gregory. Fni| FistLita, *>: FrnicJr Ave., 
Ban fed own, K.S.W. Anrtralu 2200, 7lX) 787, 

I am an axerapr [kiy/r uf 5 3, stdk flf. have Ak, 

Alex, HB, DD, <4eii, MW. Drlg. Dm. Fan, 3K- er;-. 
All letters amwered. sendl la: -fireersem McMullen. 

II Rsw Si. Dbminiqun, Paris, France 75®’. 
551-230; 
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